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LOAD, RUN . and LEARN 
the Secrets of the Experts 



Adventure Special 

including ADVENTURE X a brilliant 
ganiespro^withfu^^ 
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by RICHARD TAYLOR 




Tonight 
you could b 

giving a 




S€ILC 



w 



DANCING FEATS. 

Are you the next Rod Stewart, Stevie 
Wonder Paul McCartney or Louis 
Armstrong? Find out with DANCING 
FEATS the great new computer musical 
composing and performing game from 
Artie! 

Blues! Jazz! Rock! Boogie! Experiment 
with beat t style, tempo and endings to 
produce your very own kind of muse! 

See as you play! Notes and chords 
selected are displayed on the screen as 
you perform to aid your composing skill! 

Give it a try tonight at home and who 
knows, you might end up at the Albert 
Hall! 

Commodore 64 £6,95 

Now avaiiabie for Commodore 64, 
Planet of Death, inca Curse, Ship of 
Doom, Espionage Island and Moihership, 
alt at £6.95. 



ARTIC COMPUTING LTD 

Mam Street, Brandesburton, Driffield V'035 8RL 

Cheques and PO'£ payable to Artie Computing Ltd. 
De-aler enquiries welcome. 
Access and Barciaycard welcome. 



WARNfNG: These programs are so=d according 10 
ARTIC COMPUTING LTD's terms of trade and 
conditions of pals Copies, a\ whi<:h are available on 
request. 



Send SAE. f,9in. x Glfl.t lor FREE catalogue dI 
our wide range of programs 




ttfltor; I UN 
ANDY GREI 
TURNER, 




by: RICHAR 
; JENNY PARftO 
VEEASTBURY, 



Advertising: Robin Johnson 
01-261 5119 
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Computer War is Hell fp.72) 



*Z lax Utt BP^e aUt^^S- qt fortes: o»a 

Few of you will ^ wa nch, ^^"siayU^"* 4 
compute* fatitasay-™^ thec „4ii role 

.^tori***™"" ^1'fkeoiTrto ^A^l^.ree 



really — - iatlua isiw. 
compute faatawy-™"^, OU»ov«hroleP^> 



This Months Freebie 

is a full-blown course in groovier game 
graphics, ail on a 7" f (oxidise. Just off- 
load to tape, LOAD and RUN. Full info p.1 f . 

Next Month in BIG K 

MODEM LIVING: plug in, power up, and tap Right? Wrong, 

PETER SHELLEY: ex-Buzzocks guy sounds out the music progs 

THfS YEAR S CHIP? The 68000 gives 32 bits o f bliss. We check it out, 

ATARI SOOXL: latest salvo in the under-1300 war We review it. 

PLUSTYPEIN GAMES LISTINGS. REVIEWS; LETTERS and MUCH, MUCH MORE 
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COMPETfTION i 



Win an Atari SOOXL 
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GU1P0! 



You know how these things happen. 
Bugs kind of, y'know, creep into the 
system. In fast month's ish we pub- 
fished SAVE THE CITY, We said it was 
for CBM 64, When alt the time it was 
for, fir, Vic-20. 
The culprit has been shot. 



PubfistvcJ .lppnjKsrJUrtClA uri H.l- 2fi[h bT"( 
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Long Good 

Friday. 



BUY ONE OF THESE. 



GET ONE OF THESE FREE. 



PJ T F ALU 





AStMon. 

RIVER RAID 



SPIDER FIGHTER 



PLAQUE ATTACK 




KEYSTONE KAFIRS 




SEAQUEST 
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For use with the Atari® 2600" Video Computer System: 




There's an action-packed double bill 
coming you r way th is Easter 

Buy Pitfall!; 1 Robot Tank,™ River 
Raid; M TheActivisionDecathlon; M Enduro™ 
or Keystone Kapers™ and- we'll give you 
Spider Fighter;™ Oink!; M Plaque Attack,™ 
Seaquestr or Megamania™ - free. 

That's two great Act Vision 
games for the price of one - 
twice the action, twice the 



laying time. And that adds up to a very 
ong Good Friday And Saturday And 
Sunday. And Monday. . . 

NB. Offer closes 30th April. 
Available from your local dealer as 
well as selected branches of Boots, 

John Menzies, Woolworths, 
Greens at Debenhams, and 
^I^TiWlCIAVkl a " branches of Beatties 
-^ACIIf I MOM Model Shops, 



WE PUT YOU IN THE GAME. 

(The Atari* 2600 " and Video Computer System " are trademarks of Atari incj © 1984 Act! vision UK Inc. 



ON-LINE 




U.S.GIANTS 



WHO WANTS 

TO BE A 
MILLIONAIRE? 

(WE DO!) 



SPECTRUM 




WA TCH OUT, there are hungry 
eyes gazing at your Sinclair 
Spectrum! Having picked 
clean the tones of the dedi- 
cated video game market, 
three Of the world's biggest 
video game companies are 
now looking for fresh meat. 

AT THE British Toy and Hobby 
Fair held in London ear liar this 
year, biggies Atari, Activision 
and Parker all announced 
Spectrum versions of their 
top selling titles which will be 
available in the coming 
months. 

Parker raised several eye- 
brows by displaying ROM car- 
tridge versions of their games 
utilising the comparatively 
now Sine I a if Interface 2 — 
th ey est i mate a rou nd 3 00 ,000 
will be in use during 19B4. 
Atari and Activision have 
optad for the standard 
cassette -based software. 

As of going to press the 
situation looks like this: Atari 
are first off the mark with 
Sped rum ed ition s of PacMan, 
Catalan and Ms Pac Man, on 
sale now or very soon. Each 
cassette carries a hefty price 
ta g of f 1 4 .99 a nd i t rernai ns to 



There's a good guarantee that the winner could enter the 
millionaire class" So sard Mark Eliot the brains behind 



the mega-hiq International Video Game of the 



be seen if the punters will pay 
such a high price for the origi- 
nal, 'official' versions of 
games that have already 
spawned hundreds of clones in 
the existing software market. 
[See 'Hands Off AtaHsoft' 
Ham below-} 

Parker have listed Death 
Star Battle, Q*Bert r Popeye. 
Star Wars and Gyruss as their 
initial offerings for the Spec- 
trum. All will be on cartridges 
which will plug into the Inter- 
face 2. 

Only Activision are keeping 
tight-lipped about their first 
Spectrum titles. Big K specu- 
lates that these must include 
the enorm ousl y su ccessf u I Pit- 
fall r River Raid and Kaboom. 
Again, no pricing as yet for the 
cassette format software 



HANDS OFF ATARISOFT 



their efforts to stop people r.pp.ng ^?"^^ rmed by Letter, in 
Most of the big software \l?^}^^^^^ w1 Au^ 
very clear terms, exactly *h.ch 

rights to [B*tttezone, MoonPat r aKD6twaer r MJ^™ y 
take legal action to stop anyone who . ™ Slnce tnjs 
gameplay or graphics , of an ^ SSnernesmarketit 
potentially affects about U S™wa.»i M -d 

ware heard to say, "Heyl What about us? 



Year competEtion which has been running since earli 
tfiis year. 

No small-scale operation (his, the competition is open 
to anyone who can program a home computer game in 
oyer 20 different countries around the work The 
winning game will be marketed throughout thecomputer 
literate world through various software houses end for 
most micros. Not only that but the winner wiii be 
announced on a big TV spectacular which will be 
iroduced by Mark [ agent of the stars ) McCormack T s 
nternational Management Group, who arealso responsi- 
ve (or (he "Superstars" TV series. "The programme will 
le a celebration of micros and games. 1 ' said Mark Eliot 
" We hope it will become an annual event — like Miss 
Wortd'l 

In addition to getting his [or her] mug on TV the winner 
will gel SI 00-000 [around £70,400] in cash plus TO per 
cent, of world sales of the winning gems. Whife notquite in 
the miHion earner class from that game alone, Mark is 
confident that the winner will clear the Big Milt from 
subsequent games, 

As of writing deals are still being made with leading 
software houses and other interested parties, The 
competition itself closes on May 3 1st so you've still got 
time to order that Porsche and choose what gown you'fl 
wear on TV. 



HOW MANY 
MACHINES 
MAKE SENSE? 

Around a quarter of a million. 
That's the threshold figure 
believed to b* used by giant US 
video games company Parker 
before they consider transfer- 
ring any of their games to a 
particular computer, 

Parker is reportedly building 
up a 'stable' of British pro 
grammars, spurred on, no 
doubt, by (he fact that the recal- 
citrant British youth spent £BO 
million on games software 
during 1 983. 



BUZBY GOES SOFT 

British Telecom wiif soon he 
piping games software into 
up to f million homes in 
Britain that are currently 
hooked into Pedii f fusion's 
cable TV operation through a 
new service called Game- 
star, for £9.95 a monthfp/us 
8 connection fee}, subscrib ■ 
ers to Gamester will get a 
Spectrum which wilt act as a 
terminal and a choice of up to 
2.0 games, five of which will 
be replaced each month. 
Spectrum owners will get 
discounts. 





SUPER CHARGE 



nu 





100% machine- code, super 
smooth cartoon graphic*. 
Captures all the action and ihe 
addictfveness of the much 
copied arcade classic 
PEN GV's frozen wasteland has 
been raided by the dreaded 
S no- Bees— the only way out is 
to squash them with the ice 
blocks. Full of the original tea- ^ 
tures, bonus blocks, flashing <jj 
blocks, tune's. Keyboard I 
most joysticks. ANY SPEC- 
TRUM, 




100% machine- 

COEtB, fa&t Tun Otis 

arcade action. Shoot 
the INVASION 
FORCE before they 
ds&trov You 1 cities 
and \a sei bases, "he 
e^er-iy attacks in 35 
tiif f#i enc !>• pes. oH 
sp ;i i- !■ r.:r nil. r.vA i 
one fasier and har- 
der iy hit Very 



addicliva 

( i» H 1 i C I 
SPECTF 



wilh fan- 
1 1 .i phi esu 
JM w^h 




STACK LIGHT filFLE. 
APPROVED BY 

STACK. 



SectrumF? 

SOFTWARE, 



100% machine-code, 
fast furious arcade 
action. The treasures 
of TUTANKHAMUN 
are awesflfrifl— bul SO 
are the creatures that 
guard themf Ejtplurft 
the pharoah's tomb, a 
very large (ovjer 40 
screens) series of 
scrolling ma?es sepa- 
rated by locked doors. 
Unlock the doors with 
th& keys, collect the 
treasures, and bias! 
tha craatuT££ with 
yuur laser* or smart 
homb Packed Full of 
features and &xeite- 
rnenl. "Very addic- 
tive" CRASH FEB. m 
48K SPECTRUM 
ONLY. 




DEALERS! FROM MOST GOOD 
DISTRIBUTORS. TEL 03727 20152 



AVAILABLE NOW! AT MOST 
GOOD COMPUTER SHOPS 



MICROMANIA 

IF YOUR LOCAL DEALER DOESN'T STOCK MICROMANIA GAMES THEN ORDER DIRECT— 24 HOUR FIRST- 
CLASS DESPATCH, SEND CHEQUE/P.0. TO: MICROMANIA, 14 Lower Hill Rd. r EPSOM, Surrey KT19 8LT 




VALUE that's 
out of this world 



50 GAMES ON ONE CASSETTE 

DRAGON OOCBa s Spectrum ^Clppic ATARI ORJC-1 ZXBl , VK* 



EXPRESS DELIVERY 
ORDER NOW 



Please semd me by return Of post. Cassette 50 at £9 95 
per tape. I enclose a chaque^ postal order for 

made payable to 
Cascade Games Ltd. 



Name 



A. Id 



Please debit 
my No 

SPECTRUM 



-i 1 H- 



-i 1 I I 



-■ — <- 



s 



CHIC 1 
DRAGON 



7 >. 91 



B 



Post Code 




Cascade Games Ltd., 

Suite 4. 13 Haywra Crescent. Harrogate. 
North Yorkshire. HQ1 5EtG. England 
Telephone: (042 3 \ &04526 BK g. 



I 
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APPLE L~ □ 
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It is impossible to . 
tell yuy everything 



about the 50 games on ■ 
CASSETTE SO but they include 
many types such as msjp, arcaefce, 
missile, lactical and logic games. 
In sun most Tastes in computer 
game playing. 

CASSETTE 60 will appeal to 
people of all ages and the games 
will provide many hours of 
entertainment for all the family at 
a fraction of the cosl of olhet 
computer yames. - _ 




SELF STYLED 'House of tdeos' 
Marvel Comics have ker pawed 
theft wo y int o the micro market b y 
signing a licensing deaf with 
A merit: an soft ware house A dven ■ 
ture. international. The resuft of 
this cosmic cofiaboratton wifibea 
series of graphic advent ores slur- 
ring Marvel mega- at sirs Spider - 
Man, Captain America and The 
Incredible Hoik. 

This titanic mam-op marks the 
meeting of two of the most 
infJuentiaf forces in popular cut- 
tore in recent years; Stan ("Mr 
Presents "J Leo, father of the 
Marvel style of comic end Scolt 
("Mr Adventure"} Adams, father 
of computer adventure games 
software, wfw heads Adventure 
fjttemationaf 



□ N-LIN 



1 



CROOK START TO 
ADINKUM INCOME 

Date liner Australia, Gidday. Her© 
in Aus. land of Melbourne House 
and "The Hobbit", we don't cfo 
things by halves. You ppms are 
always worrying about copyright 
on computer software and bow to 
stop drongos ripping you off. We 
don't have that problem, nol any 
re. There is no copyright on 
Software. 

In a case involving Yank com- 
pany Apple Computer and a 
bunch of fellas over here who 
were making a look-alike micro, it 
was ruled that programs cannot 
be considered as "literary works' 1 
under the Australran Copyright 
Act of 1968 

Seems that literary works have 
to give "either information or 
instruction or pleasure rn the form 
ol literary enjoyment". Computer 
programs are just a load of mind- 
less instructions that control the 
operations of a machine. Where's 
the "literary enjoyment" in that? 

So if you've got a software 
copyright problem, gjve our 
wonderful Australian legal 
system a call. You'll never have to 
worry again. — Merv Wombat. 



HELP YOURSELF * -"J 
PAL! I'M TIPED 
OF SAYING YOU! 




under £?n V, oduc *d thei* 1 fact ofL P ema ^ne 




Grapi jics far the tie w games are 
being produced by Marvel's own 
team of Sultpen artists giving the 
adventures an 'authentic took' 

Mighty Marvel has already 
experimented with lite video 
game fiefd througti Parker Video 
Gomes. Of two Atari VCS car 
fridges announced early last year 
onfy Spider -Man has apt wared to 
date and his performance can be 
said to be iess if tan spectacular, 
'fVuftsatd? 

flu.: Its si of the new graphic 
adventures. The incredible Hufk. 
is due out in Britain from Adven- 
ture International (U.K. J Ltd. in 
•Via y. i i will appc- n r :> i tor ** \ n ^ . r i f> ■' ^ : ;^^^ : , 
most of the popular home micros. — "■ 




HAItiD t-IAT MACK. 



CALIFORNIA 
CHURLS 



Electronic arts 



"MAKE it Simple, Hot and Deep. J> Vtfe felt like offering a prize 
for the best explanation of this cryptic sentence, hut our moral 
imeg rity got the better of us. So we can tell you th at thesis the 
official philosophy of U.S. West Coast games programmers. 
Electronic Arts, 

Through classy advertising, slick packing and the use of big 
names in 'signatory software' (games supposedly conceived 
by the stars), EA have established quite an up-market image 
for themselves. They have also inspired an in-house solidarity 
that is rare In an industry where programmers change 
employers more often than they flip floppies. 

Okay, you're desperate to find out the meaning of our 
opening remarks. According to EA, 'Simple' means that you 
can get into the program right away without the need for 
com plicated instructions. 'Hot' means that the product " . . . 
Sizzles from hot graphics, hot sound and a tight design that 
pushes your computer to the limits!" [oh, grody to the max, 
man). And 'deep' means software that has lasting value and 
you'll enjoy for years, not days {fer sure, fer suref. 




IMA 

POSSESSIO 




EIGHT MILLION pounds. That's 
what Liverpool- based software 
heroes I mg-giriecoined last year, 
according to co-founder a rid 50 
per cent director Mark Butler 

"(magma's just a front/' he 
told BIG K this month. "You 
don't see the half of what goes 
on below the surface. Were 
making a fortune. My only prob- 
lem is spending my share. " 

A recent earner for the 
Scouse house has been the 
commission — from mighty 
Apple — to design the icono- 
graphy of the newly- launched 
Macintosh computer. In addi- 
tion Imagine have finalised 
blueprints for 3 triple 6502 
games machine to beburlt by A, 
Other and possibly launched 
iter th>s year at a price roughly 



half ot the Acorn/ QL price 
bracket. Nor is laser technology 
neglected; the company has 
plans for a cheap laser-storage 
peripheral — again, lobe manu- 
factured by somebody else. 

In between spending the 
money, Imagine are alsc 
expanding fast, says Butler 
Another 35 staff are due to be 
added shortly — though not 
programmers. Butler empha- 
sises t h a t th e so-ca lied 'A Tea m ' 

six in all - plus the in-house 
Sage IVs — can handle ail that 
I ine of work. 

How does he, personally, 
spend his share of the folding 
(i.e. four Very Big Ones)? "I'm 
really into my custom -built 
Hams 1200 bFke. You can do 
wheel ies at 1 00 mph " Oh 



10 INPUT INFO 
20 GET CASH 

Big K needs you! 
Letters 
Listings 
Chat 



Access our database and 
get user-friendly cash if we 
use your fetter ; fisting or 
whatever? Fire up your CPU 
{brain-circuit} and act now. 
The address is on the con- 
ten tspage. We wan t to hear 
from you. ft gets so lonefy in 
these data banks! 



GARBAGE IN, GARBAGE OUT 



SOME PEOPLE will do any- 
thing to get even dept.; which 
former oollabbo of Jeff Minter 
has released a new game with 
Liamasnft-style Hamas get- 
ting offed by the central char- 
acter? Answers on a po*tcaTd to 
Interceptor Micros ... The 
above just the latest in a series 
of needles at the famed camelo- 
ptolc ... Just where did Rabbit 
Software aquire their Micro- 
drive? (Snigger, am^er^ 
The Shadow " 



walks by night. 

Now it can be told dept.: one 
of the directors of Voyapr 
Software is Roy Butler, 
paterfamilias of the Family 
Butler which includes motor- 
bike-loving Mark, of Imagine 
fame . « . and what newish com- 
pany has now taken nervously 
to ringing round T puter mags to 
check out the nature of upcom- 
ing reviews before sending more 
software out? 

Arcade addicts may (or T then 



ON-LINE 



Grap bpc MHE ™E TABLETS 



Gr* phpCD _ W TABLETS 

to fmes snfmmS, ctb "°9ue of Rom caftr I s ™ cl ">ned to 
*~Sh- "Th e ° f Co "^er Elects """^ 
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again, may not) be interested to 
learn that Gyruss (a raster- 
scan version of Tempest) was 
designed and coded by those 
wizards of the binary digits 
Ultimate . . . Speaking of 
whom, don't be madly surprised 
to see a 64 version of Jetpac 
soon available . . , 

Overkill City: Softek's Tun 
("The Doe'*) LangdeU assures 
us that a new upcomer from him 
will contain 66 levels of play, 
thus easily thrashing Minter s 
Revenge of the Camels 



w&i ■ ■ ■ ., 
N orris McWhirter writes; 

Yes, Roy, what our young 
friend says is perfectly true: if 
I^angdeli pulls it off, he wiu 
beat Minter, though mention 
should be made here of a little- 
known Caucasian shepherd who 
is alleged to have re-scored the 
original Super Pongout for no 
less than 256 levels, this making 
fullest use . . . Yes, yes, Norris, 
thank yon . . . 

THE SHADOW 





TRADE ENQUIRIES ANIROG SOFTWAIIL LIU. JL ■! UIHff HILL DARTFORD KENT (0322)92513/8 
MAIL ORDER 3 HIGH STREET HOR LEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02334)6083 

PAYMENT BY CHEQUE P 0 ACCESS VISA 50p POSTAGE & PACKAGING 
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Flying Weathers 



fn this highly original game you are the gamekeeper 
on the lake trying to stop greedy eagles taking all 
the fish. Two different methods with 4 skill levels 
each are available for your shot gun. Specially 
scored music with freeze frame ability, and for the 
technically minded 10 sprites (yes, that's right, 
there are only 8 on the 64). 
High scores kept. 
AN machine code. 




Bumping Buggies 

Thrilis and spills is what you 1 1 1 get in this highly 
addictive motor racing game. You'll be driving 
over some pretty hazardous terrain having to cope 
with lakes, Islands, rock formations and, not least, 
other cars which are Intent on making you crash 
Luckily you can vary your speed and Ifne and you 
have one ace up your sleeve - when you maintain 
a sufficient speed you can jump over obstacles to 
help you o ut of trouble. The track gets progress i vely 
more difficult with 20 different patterns and 
you have to cope with driving conditions $ 
in the four seasons of the year. 
Like most bubble bus classics, Bumping Buggies 
has its own specially scored music and is in 

machine code 



bubble bus 

software 

magical products 
for your 

Commodore 



For details of our complete range of products 
for entertainment, home and business 
send a stamped, addressed envefape, 

if you have any trouble buying our products, 
you may order direct from: 

bubble bus software 

87 High Street, Tonbridge 
Kent TN9 1 RX Teh 0732 355962 



Only 

£6.99 
i each 






^ m ************J 



We're looking for top quality 
programs for Spectrum, 
BBC S Dragon and all makes} 
of popular micro's - send 
yours in today for a speedy 
evaluation. 

************ 



bubble bus products are available from: 

[»5ff5¥E)5 ar>d sp EC7flUM DEALERS, UVSKYS, GREEKS SELECT t 
wuS? P Tui° HN MENZIES. GAMES WORKSHOPS, CENTHESOFT 
WH SMITHS and PC? STOCKISTS 

Ism 




Software 





otor mania 




MOTOR MANIA £8.95 
THE CLASSIC CAR RACE GAME 
FOR THE 64! 





ROAD TOAD 



RENAISSANCE £8.95 
THE MIND- BENDING STRATEGY 
BOARD GAME OF OTHELLO! 




ROAD TOAD £5.95 
THE BEST FROGGY GAME FOR THE 64 
BAR NONE! 



CATAC 




WORD FEUD £7.95 

This brilliantly conceived program combines the best 
potH of arcade gomes with the best of educational 
games, making a real fam fly gome thq t anyone who con 
see the screen can participate in. You have to find the 
word thot is hidden Iwice in the jumble of letters, then 
guide your sights over one of the occurrences of it, 

The f i r$ Ho f i n d i t wins! You can pi ay by yourself o r in 
teams against the computer, or against other 
players. Three difficulty levels ore included to suit 
young and old alike! 



L-liei-pm.'iwilluvvl, ■ - 
I hmiir m mci mv! ■■ . 

I t (lfljiutcumnpfii r ■ ■: 
* tt v- \ t u i;n 7i?hr# i ■ v ■ 



,r "rc 1CIBO br»t BSfJFl 




This best- se II rng game for the VfC-20 is now ovoi fable on 
the 641 Featuring the most intelligent and devious 
monsters you have ever iried to avoid, rhe Bonzos r this 
game is a real joystick wrencher, Wove Hans, the 
handyman, up and down the ladders to pickupthe boxes 
from the different levels, 
But don't meet a Bonzo an the way] 



£5.95 BURNIN' RUBBER 



X 



Pure shoot-em-up arcade action for the 64 
ond unexpanded VICI The Lunar city of 
Erriam is under attack from the ships of 
the Jovian empire. Their merciless 
bombing will reduce your city to a 
pile of rubble, unless you can 
hold them off. You are the 
commander of the sole laser 

V 



defence base. Your mis- 
sion - hold out for as 



long as possible, 




You are an entrant in the great 
Inferga lactic Four Seasons Death 
Race!. You must tackle the Spring, 
Summer, Autumn and Winter 
sections with the objective of 
running as many other cors as 
possible off the rood, The op- 
position 15 numerous, including 
the indestruc table bur slow Tonfe 
Cars, the tricky Deathmobilesand 
many other Demon Drivers. You 
hove one advantage - your cor 
can ffy for a limited distance, 
allowing you to avoid hazords if 
you're quick enough! All this and 
more mokes Burnfn' Rubber the 
car race of the century! 




BURNIN' RUBBER 






DINKY DIGGER 

It's super-fast, furious and 
as mean as they come. 

(Spectrum ASK) 



XANAGRAMS 

Over 5,000 permutations 
in this game of skill for all 
ages. 

(Spectrum 16K/48K BBC J B r 
Electron CBM64) 



PENGWYN 




postern! 



As the temperature rises, 
strange happenings begin 
in Pengwynk frozen world. 

(Spectrum 48K BBC *B r Electron 
CBA/164 Spectra video). 




Available nationally from specialist retailers and afl good 



Please write Quantifies required in boxes provided 
and slate computer lype, 



Name 



Address , 



POS t TQ- Postern ttdv PO Bote 2, Ando^reJord. Cheltenham 
Glos. GL E4 ^S-W Postern ^ always on the look out for dnv new 
(Wrmrs you mrf\\ have developed 



{ POSTERN 



Please Postern 
People post me: 
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Dinky Digger 
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Pengwyri 
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loiQi ■£__ <x Access mo, 




(£795 for 



This month's free gift marks a new departure in ft eebie quality. Instead of 
serving you up yet another done of Frogger or Kong as sumE other 
periodicals do — the Big K Flexidisc provides what amounts to a do-it-yourself 
course in advanced games graphics particularly moving graphics, tilting 
horizons (no Flight Simulator is complete without these) and circle fills. 
DAVID ELLIS explains how to use the disc. 



AFTER THE a lion spaceship has 
smashed the bottles off the wall 
with its devastating laserbolt mil- 
lions of times . . and yoo have 
{coloured) circles ip front of your 
eyes . . . and the TV screen 
doesn' t look quite as straight as it 
once did .. . . what noxt? 

Whether you are the proud 
owner of a Sinclair Spectrum or a 
BBC microcomputer you have a 
wealth of information lying neatly 
behind the three programs. Delve 
into 'BOTTLES' and seehowthe 
alien invaders move so quickly 
and smoothly across the screen, 
See just how the bottles wiggle 
thei r way d uwr i the wa 1 1 a nd era sh 
to the ground. Find out how you 
can draw smooth round circles 
quickly with the 'CIRCLES' pro- 
gram "HORIZON' even gives you 
the first part of your very own 
Flight Simulator program? And 
it's all done in BASIC too . . no 
fancy machi ne code to catch you 
out! 

LIST the programs on the 
screen cr on a printer if you have 
one to see howthevariousanima- 
lion effects are achieved. Use 
th ese si mp le graph icst ech niques 
in your own programs cr even 
turn the alien spaceship into a 
Sherman tank' Have a go, 

Bottling it all up 

The System Software pro- 
grammers have cleverly incorpo- 
rated the major animation 
techniques used by BASIC pro- 
grammers into this fast-moving 
game. These involve moving 
USER DEFINE GRAPHICS char 
aciers around the screen. The 
spaceship is made out of six char- 
acter blocks and the bottles and 
wall are mad*? up of several more 
characters. Each character occu- 
pies the same space on the screen 
as one ordinary letter. On the BBC 
microcomputer these special 
characters are defined using the 
VDU 23 command (lines 700- 
£ir>0: Qr, ti'e Spectrum [hoy aro 
define by POKEirtg numbers into 
special memory locations (lines 
1000-11700. 
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Each of the User Defined Gra- 
phics Characters can then be 
PR I WTed anywhereon the screen. 
The BSC program nedtlyarranges 
these characters in STRINGS (eg. 
SHIPS for the alien spaceship) 
ready for PRIMTing on the screen 
(lines 870-990) Note that CHR^S 
anri CHftslO mean 'move the 
cursor back one character space' 
and 'move Ihe cursor down one 
character space' respectively. 
The Spectrum program PRINTS 
the characters as lower case let- 
ters. Look at the way the space- 
sti ip is PRINTed as 'klm' and -nop 1 
in line 40. 

Have you noticed thai the 
spaceship is PRINTed with blanks 
either side of it? When the ship is 
moved across the screen by a 
small amount (always equal to or 
less than oneclwacter widthnhe 
trailing blanks of background 
colour cover its path. So it wipes 
itself out . . . simple isn't ii? Ani- 
mation done this way can he fast, 
even in BASIC, 

The falling bottles cannot be 
animated in the same way as The 
spaceship because they J wiggle" 
(bychanging cha rac te rsjand they 
must NOT WIPE OUT THE BRICK 
VVALL1 So the programs use 
another interesting technique 
called Exclusive - OR or XOR plot- 
ting. Don't give up yet; it's not as 
difficult as it sounds I It simply 
means that if we PRINT exactly 
the same thing TWICE IN THE 
SAME PL^CE using (his special 
way of plotting then the back- 
ground will re-appear exactlyasit 
was. Amazing isn't it but quite 
easy since the computer does all 
the hard work for us. The BBC 
microcomputer allows us to XOR 
plot with the GCOL statement 
[line 410). The Spectrum has the 
PRINT OVER command which 
does the same thing (lines 
3020.3025). Remember that the 
bottle is PRINTed TWICE in 
EKaclly the same position and in 
exactly the same way before it is 
moved further down the wall. 



One of the most useful lips for 
SMOOTH animation is the use of 
'frame blanking' to prevent flick- 
ering of the moving object. This 
poini is quhe often ignored even 
in commercial programs! The TV 
screen is refreshed every fiftieth 
of a second and it is important to 
plot the WHOLE object eve ryti me. 
In this program the PftlNTing of 
the alien spaceshipactuallywaits 
until the sta rt of a ne wTV f ra me I ! It 
is so quick that we don't notice 
any delay, Again, the microcom- 
puter comes to ou r resc ue a n d h a s 
provided us with an easy way of 
frame blanking'. On the BBC we 
can use the Operating System 
command "FX 1 9 (line 1260) and 
on (he Spectrum we use PAUSE! 
(line 40}. Remove these state- 
ments from your program to see 
how important they really are! 
These statements need to be 
placed carefully within BASIC 
programs because of the rela- 
tively slow execution speed. The 
best position is usually found by 
trial and error. In the BBC progra m 
the 'FX 19 command comes 
AFTER plotting the spaceship! 

Broadening your horizons 

the Tilting Horizontal program 
demonstrates the use of drawing 
lines in foreground co lour to move 
the horizon down on the other. On 
the BBC this is achieved using the 
PLOT 1 and PLOT 3 commands 
respectively, The Spectrum pro- 
gram uses INVERSE 0 and 
INVERSE 1 in a similar manner. 

Circle it 

The CIRCLE program demon- 
strates how to fill a circle easily 
without resorting to the dread- 
ful ly s I ow hut widely used SIN and 
COS functions. You might like to 
try and find a quicker way than, 
this! Best of luck! 



disc. It runs on any record- 
player. You must play the 
disc and record its contents 
via direct link on to cassette. 
Then load the cassette into 
your Spectrum or BBC com- 
puter in the normal way 
(instructions for loading can 
also be found on the disc 
itself \. LIST the programs to 
see the working 
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use 

1*9 PRINT TAR/? mi h 

leg pp j ,„ - J0J f 'mm horizon- 

6 1 PbfM* nSf™ A-fiSDir . 
HEM S^p COLDUft 



» GOTO 740 ' " LDT 3 'f^-y 

0 HOVE XCr 'c 1 PL01 3 '*^V 





2 REM BV ALAN WOOD 

3 REM TO CHANGE THE WOK DflTfi 

4 REM INSERT WK « ^ * LET TERS 

10 DIM ' 

11 WIN-OtLaSE-OsH-tiG-ia 

^ DATA ^f^^^T^E 

g Tata gSMK^%«S^ 

24 RATTLE RATTLE, CATTLE, TIRED 

* data SSSSBSSSStA 

S THEN BPTO 

90 r- *eth mUNTS THE NUttBEK OF 

95 RESTORE* REM COUNlb 

SS « "St lstte. »«■ » 

ERROR 

UO GRAPHICS l 
120 S=PEEK<560^ 
125 POKE B-1,71 
150 POKE S+2,7:PPKE S^,7 



r««r" £*Kftrf Of terminal lUiteracy 
ami as a remit are going to 
iathlie, unless you can convince tin 
bench that \ ou can spell good. 

"first: spell your own name. . . 

"['ass. " 

"Haulaway, me hearties.. . 






J 



by ALAN WOOD 



M. FOR TO 24=POKE « 

150 POKE S+25,tS:TO^E 
S+26, PEEK (SiC): POKE S+27, 

160 SETCOLOR *>^' 2 _ CTS U p DISPLAY 
170 POKE 87,2: POSITION 2,0. 
^ToKE^l-POSITION 0,3,7 

ft"S^Si»-3ff5i« DATA 
-NEXT I 

SS REM* REMQVE^STRAY KEVBOARD « 
11 S£2K$«* THEN 300 

* 2 0 Fofv" TO LEN<A*»IF I**»<«9 

TAKES I* OUT OF A* 

321 NEXT V 

322 GOTO 300 

3^0 ^^^^/SsmS • 

340 POKE B7,l--P0SE iriDC4 
350 POKE 97,2 

& rI» T cU if ««□ jig*"* 1 

375 if P=LE.N(W*> THEN 1600 

420 MEKT I i BOUND 0,0,0,0 
425 POKE 97 t 3=R-R+l 
430 ON R GOTO 



- ^ _ 00 so0 9 oO,iOOQ,1100,1200,V^OO, I 

300 i rti DRAWTO 28 ,10s GOTO I 

feOO COLOR SiFLDT 35 t 10. i u I 

^00 _ 1 r>, n RAW TO 35. 14: GOTO I 

700 COLOR 3; PLOT 3l,10iDRAWHJ S I 

S| COLOR -PLOT ^.-;--r 
XT^ZJrO^^O 27, 13! PL0T 

t|j 4 SS r 20°PLOT 

26 20 = PLOT 27, 13* DRAWTO 27 ,20. FLU, 
M.TS.DRAMTO 28, 20: PLOT 29, 15: DRAWTO 

? 0 io°FLOT 30, 15: DRAWTO 30,20 I 

1020 GOTO 300 iq. DRAWTO 

1160 COLOR 2: PLOT 26 ^™ DRftMTO 
*n 19* PLOT 26,20: DRAWTO ^t* 73-GQTO I 

I lo^COLOR 1-PLOT 30, 23. PLOT 31, 23. 

I 3O0 7 1 a PLOT 26 ,22 1 COLOR 

Uoo 0 cOL0R S'^^^JcOT 
1 2 4 13-. DRAWTO 24 ,19s COLOR UFVUl 

l5 ^L0S E =L0 SE 'ulP L0SE>13 THEN 
LOBE-o'.H-Htl.GOTO 1700 

ifSS POKE S7?2> POSIT IOW 1,1 = 7 N'ycu 
f Jill done 1-iWIN^WIN+l 
1650 IF «IN>13 THEN START to 

1700 POSITION 0,2i7 •*> P r 

mo" POKE 07 , 1 s POSITION 0,3:7 M*> 

H ,23s DRAWTO H,24-LQSE T . p , QT 
l 1750 IF W1N>0 THEN COLOR o:PLOT 
I B , 231 DRAWTO G.24-WIN 
I 17,9 REM WAIT FOR START KEY 
I 1800 IF PEEK < 53279 )</i THEN 1800 

IU3 SPSS* SCREEN START AGAIN 

3020 RETURN COLOR 3 
I 4000 LOSE=LaSE+l.POKE B7,3.CGLU 
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KLARTZ& «ie Dark Forces" 



(A unique Multi-Adventure) 

An interlinked series of adventures set in different time zones and on different planets 

The date is 1 236 T. A. That is to sayjheone thousand, two hundred andthirty-sixth year of the Time 
After the i rising Kiartz, Lord of All Darkness. Little remains from the Time Before, except for a few 
isolated human colonies, scattered around the galaxy 

Legends tell of Kiartz prowling the vast, empty reaches of space, sliding through the be 
time at will. Descending, like the hideous parody of a Greek God, into some unsuspectii 




arriers of 
unsuspecti no era of 

ti mes past or futures to come, he would blend into the background while setting in train the most 
hrdeous acts of destruction. 

You are a member of a smalf group of survivors dedicated to The Plan, to rid the Universe of Kiartz 
andhis Dark Forces Fromthecentury-longstudyofThe Plan Ifbraryoftimescans, itisclearrhatthe 
power of Kfartz can only be broken in one way. Relics of his many victims throughout 
11 me and space must be gathered together in a place unsullied by the Dark Forces These 
relics, if sanctFfied by the Power of Light, would then radiate sufficient brilNance to 
counter and eliminate the Lord of All Darkness. 

Your group hasfinallyconstructerdatinyone-manTimeCapsulejnwhich 
you will be projected to seek out and recover the relics. 

Strap yourself in and set out for the unknown] 

Available for Dragon 32 (£9.95} 
Commodore 64 (Extended 120K 
Graphics Version £935} 
and Spectrum 48 (£5.50} 
"Quill" version. 
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P.O. Box 4 , Ashbourne, Derbyshire, DE6 IAQ. Tel: (0335) 42529 





SP = Spectrum, AC = Acorn. 64 = Commode 
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ANT ATTACK 
(Quicksilva) 

AT1C ATTACK ( U(timate) 
ATTACK OF THE 
MUTANT CAMELS 
(Llamasoftj 

A'RSTR, KEJ(fE Jisf) 
Software) 

BOOGABOO 
fQuicksifva) 

BOAJGOfAnirgo) 



Compiled by MR IB Computer. 



POLE POSITION |Atarl] 
0 BERT IParkBrj 
FATHOM (Imagic) 
BATTLE ZONE |Alar1| 
GALAX IAN r Atari | 
TUTANKHAM (Parker| 
flIVEH RAID jAclivision) 
DECATHLON (Aciivision.l 
JUNGLE HUNT (Atari) 
SORCEHER S APPRENTICE (Atari! 
FNOURO lAclivisiiml 
ROBOT TANK lAclivislon) 
DIG DUG [Atari] 
PHOENIX |Atari] 
PLAGJE ATTACK (Actiulsion] 
PITFALL (Aclivisionj 
CENTIPEDE (Atari| 
KANGAROO [Atari) 
MOUSETRAP (CBS/Cnlecol 
WIZARD OF WQR (CBS/CoIbcq) 
FROGGER [Parker) 
PAG MAN (Atari) 
DONKEY KONG |CBS/Co)ee&) 
m PAC MAN (Atari) 
STAfl WARS: JED) ARENA (Parker) 
VANGUARD (Atari) 
SPACE INVADERS (Atari] 
□ INK (Actiul&itin] 
SEA QUEST (Aclivisionj 
SOLAR STORM |fmaqic| 
(piled by MR IB Computer, 



Iso selling wen 
«? mail c-cSer- 



flmofilWyse/ecffonfroniiheinn^i,, 

ftei0p - sc,l,n 9^^tfer g arne S 

FOOTBALL MANAGER 
( Addictive) 

FUN-PAC Wrgin) 
GAWx, ANS (Anic) 

HALLS OF THE THiNQS 
(Crystal) 



LUNAR RESCUE 
C-yvefsoft) 

ROBOPODSfVirgin) 



(Crvstaj) 

SPACE PILOT (Anirog) 



THUNDERHAWK 

fLyversoft} 

THAfVSVLVAjVfAW 
TOWER (R, chard 

Shepherd) 

URBAN UPSTART 

Wchard Shepherd) 

3DCGftflBATZO|\fE 
(Artie) 

7 37 FLIGHT 
SIMULATOR 
f Salamander) 




INow that Atari 
I your computer, oir 

\ . Forget ghostly ^ ^vK^^* ^jL 
imitations. They need CI JjllUSl OI 

not darken your screens a O moment longer, c 
Because nowyou can play Atarisoft™ games 
on your own home computer. b 
Pin-sharp graphics, quick slick movements li 
- games that really challenge your skills. g 

Gamessoclosetoouroriginals,itslikehaviney 
an 'Amusement Arcade" in your own living room tl 

WTO MOW S OUT SOON -DONKEY KONG; DIG DUG? POLE UP 

BATTLE ZONE* CO MMODORE VIC 20 * LL ^ Wl M ROM 'fA HTra nrF ni it Nffliu oir 1 m ~ MS P * C ' MWJ/ DCW£Y TONG ' WOUG.- "OLE POSIT WW 

mm POLE POSITION,' 1 JUNGLE HUNT' So^^>^S^^ t ^^' , jA ^V^' ™ G ^ ° UT S00N " MS PK Km - 

n ™ UU ™ TOL STARGATE ' J0UST ° COMMODORE 64: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN' for I 

™™™-™^^ K;;mM ;H 
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Gulp" 



rirnake games for 

Iw rivals dorit stand 
4r± pVlQIlpp Weve written the 
Id. V/l__IdX JV/t% programs to suit your 
ir. computers exact requirements, 
les I Look at our extensive range of titles. We will 
be adding to this list so that you can expand your 
nts library of Atari games. After all why choose a 
ghost now that »a mmm Sii bm mvz 
you can have 



ng 

)m.| the real thing? 
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X 



1 EUGp ROBOT RON, 0 CENTIPEDE; DEFENDER 0 OUT SOON -MS PAC-MAN* GALAXIAM* JUNGLE HUNT 7 MOON PATROL, 0 POLE POSITIONS STARGATEp J0UST° 
POSITlONfT! 99/4Ar ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN. 1 DONKEY KONG; DIG DUG!" 1 RQBOTRON? CENTIPEDE,'" DEFENDER;-"" STARGATE:'-' 
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>r further i nform at i on, write to Ata n I nte mat ionaJ (UK)!nc. r P0. Box 407, Blac k h or se Road .London SE8 5JH 
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Summer is a-comin' in, the Special Relationship is dowel 
resounds with the hoarse shrieks of rival hardware saloen 
Americans have different ideas about the requirement c< 
and lets you, the punter, decide for yourself. 












The Coleco Adam is the all singing, all- 
dancing, all-in-one machine that came this 
Spring from the US company that brought 
you the world's most advanced videogame 
system. How good is it? 

Actually, it seems as if it's technically 
very g ood i nd eed T as well as being escelte nt 
value for money (though on this, more 
below). 80K R AM is nothing to sniff at; you 
also get a daisywheel printer, built-in word 
processing, and of course instant access 
(provided you're wiHing to pay) to the 
outstanding library of ColecoVision ROM 
game cartridges. It looks pretty flash, too r 
with the detachable, sculptured keyboard, 
and the multi-K stringy-floppy data stor- 
age. All for around £600 £7007 Seems too 
good to be true. 

Then again, the actua I price has crept up 
somewhat from last summer, when Coleco 
announced the Adam system. Secondly, 
it's not at all sure that their suss of the Brit 
M a rket will corre spond with t h e a d m i tted ly 
potent US sale (the Adam is currently the 
best-selling mid- price system in the USA}. 
Consider: in America the Adam is being 
sold as a family system' - the acceptable 
image being that of Mom, Paw, Gramps, 

The Adam Complete (not f ' 
including monitor). Yes. but 
can it make popcorn? And if 
not. why not? 



Sis and Junior all huddled round the 
smooth -looking system r screaming with 
glee as each pixel flickers, is that going to 
happen here? After all, the bas*c Coleco 
system is heavily games -based and 
arcade games at that. Yet at the same time 
the Adam offers an efficient but patronis- 
ing (and 40-col) word processor. What 
single person do you know who will want 
both the flashest/shallowest arcade 
games and a word processor? Come to 
think of it, what family (British) do you 
know who are still such novices to the 
market that they will opt simultaneously for 
what this country sees as two widely 
separate ends of the market at once? 

Yes, it's an efficient system. But at 
£ 700-odd quid? For that you can get a QL 
plus a hi res monitor; or an Elan ptu$ a disc 
drive pfus a hi res monitor; or any other 
combination of the above. Yet it comes 
with all that CBS clout, undoubtedly will 
function without hangups, can be bought 
off the shelf (no matt-order queueing}, and 
is an all-in one package that you may well 
be a hie to per suade tes Patents to stump up 
at least part of the cost for. Assuming you 
want a printer, it seems like a good buy 

Certainly CBS hope 
^^^^| you will think so. 






dowhe Tube as usual and around the land the atmosphere 
saleien promoting their wares. It seems as if Brits and 
computer gamers. BIG K takes a look at the line-up 

Reports: TONY TYLER, ANDY GREEN 



ON, IT'S 
A NEW ROM! 



THE NEW48KQric ATMOS lives in 
a stylishly modern black and red 
plastic case of the same dimen- 
sions as ihe original Oric-1, In fact 
the two micros are almost exactly 
the same, bar a better keyboard 
and a new BASIC ROM on the 
Atmos. West software that runs an 
trie Dric-1 will run on the A linos, 
although changes In way the Atmos 
reads tapes means that BASIC 
programs sometimes won t auto- 
run upon loading — bad news for 
programs that jse Auto running as 
copy protection , , , 

Apart From the full travel 
IJWERTY keyboard and the new 
colours the Atmos appears identi- 
cal lalhe Oric-1 from the outside. 
Tire same interfaces come out the 
back: TV socket. RGB monitor, 
cassette port, printer port, expan- 
slon port and power socket and 
there is still the famous built-in 
loudspeaker albeit a little quieter 
lharc the explosive Orie l sound 
system. This also cures an impor- 
tant bug' on the early Oric-1 ... 



when Ihe speaker tried to draw Loo 
much current on loud noises the 
screen shuddered' badly, render- 
ing it unreadable. 

The new BASIC ROM that Oric 
have developed — VI I instead of 
the VI. 0 used in the Oric-1 — 
succeeds in squashing many bugs 
and has several new commands, 
including a VERIFY extension to 
Ihe CLOABcommand which checks 
I hat what you've just saved 
matches what's currently in 
memory: STORE and RECALL 
which let you save and read varia- 
bles and strings to tape; and the 
Boolean algebra commands AND 
OR and NOT. 

Speed-up 

The new cassette handling rou- 
tine now prints up the filename 
cu r r en II y load i ng tog ether w ith the 
letter B or C {lor Basic or machine 
Code). This together with the abil- 
ity to save individual variables to 
tape is a vast improvement. 

The best thing about the new 
Basic is the eped-up scrolling. On 
the Oric-1. scrolling was torlu 
ously slow, giving the whole com- 
puter a very unprofessional 
appearance. The new scrolling 
routine is very slick. 



The original Oric-1 manual has 
been variously described by Oric 
personnel as 'A joke , (Groaning 
sound] and Yes. I'm sorry about 
lhat . J am pleased to report thatthe 
new Atmos manual has improved 
dramatically — In facto it's one of 
the besl f'veseen for a long time. 

Things missing that could 
/should have been included are a 
built-in assembler a io BBC. a 
joystick port and a resef switch 
accessible without turning the 
machine over! 

The QricO graphics were 
slagged oil when it first came out 
.„ and, sad to say, the Atmos Is 
little belter. Although as the Atmos 
flemo Tape shows, two-colour gra- 
phics are easy to implement and 
give a resolution of 240 by 200. 
eight colour displays are a real 
hassle and in some cases nigh on 
impossible to implement. That 
said, clever programming can still 
give some very pod graphics. 

Add ons to be expected shortly 
include an Atmos disc drive | which 
vtfve seen, and it b vary, wry nice) using 
3 inch mwociscs, and the long awaited Modem 
— atthoogn don 1 expect that too soon. 
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DETACHABLE 
THIS, 

INFRA-RED 
THAT 

The IBM PC Junior — unoffi- 
cially known hitherto as the 
PGanLt — represents Big Blue's 
much-heralded shot a! the 
lower " (I.e. games freaks! end 
of the market. IBM, since their 
entry into the pc market with Ihe 
now-definitive (and pricey) PC 
[senior], havE come to dominate 
the £2.Q0G plus end of the 
market: you can scarcely get a 
personal computerufNIiE ground 
In the USA these days without 
advertising ft as 'IBM- 
compatible \ What does this mean 
lor the PC Junior? 

Again, like the Caleco Adam, 
here we have a shot at the punter 
who is thought to ha ve more than 
£500 to spend — andfswrllingtn 
spend it. This seems to he a 
phenomenon of the US market — 
the idea that Ihe Com 64/Atari 
price bracket is now such small 
beer that the next generation of 
customers will willingly splash 
out another monkey or two on a 
machine thai really adds nothing 
to what you can already hoy 
except an in framed keyboard and 
of course the deservedly fabled 
fBM after-sales service. 

[nfra red? This means you can 
s i t ( w enty feet a way from you r T v" 
and still lap away. But at the 
twenty feet can you see you r TV 
screen? Much sarcasm has 
already been expended on this 
apparent blunder. Another 
hangup is Ihe unlabeled key- 
board (the idea being that you 
buy overlays with various bits of 
software]. Will us perennially 
broke Brits be prepared to lash 
out £300 over the odds fur the 
luxury of a useless leature [the 
detachable keyboard! plus the 
IBM name? Your guess is as good 
as ours. 

As for games, Imagic (the US 
ROM specialists! have signed a 
megadeal to produce stuff for the 
Junior, with the firstcarts being 
premiered at the recent Las 
Vegas CES show. Admittedly 
they're good carts — but rs this 
what we really need at Ihis stage 




PRICES: 

EE3ffiES3 

Coleco Adam 
(USA) 

IBM PC Junior 
(USA) 



£300-500 



Sinclair QL (GBR) 



Atari 800XL (USA) 
Elan (GBR) 
Atmos (GBR) 




BEWARE OF THE BLACK REVOLUTIONARY 

It sa fairly safe betthat once all the shouting has died away, the savants will remain of the opinion that the 
Sinclair QL r$ an exciting and revolutionary machine. 

Consider the statistics: 128K RAM. The 68008 32-bit (nearly) processor. Sleek black looks 
Microdrives as standard, And the price — which, at £399, is obviously pitched against the Acorn BBC 
machine. (This, despite its excellence and apparently unlimited expandability, is going to have to work a 
whole lot harder from now on,) 

-i Jo h J QL * S St '" ~ attimeofwr 'tmg — so new that it's not easy to predict exactly who will do what with it. 
128K seems to argue a facility for giant adventure games — and with adventures now coming into their 
own as they are, so much would seem to be an ace bet. 

Its graphics abilities would also seem on paper to be superb, though again we have to say we haven't 
seen them. In this connection, at least one major British software company we know has sent aN its 
employed programmers on a 68000 Assembler course. This processor certainly seems to bethestateof 
the art, and the chip to get involved with over the next two years (goodbye ZS0? A rrivederci 6502?). Vet 
Uncle Clive has hedged some of his bets. The looks of the QL appear to indicate a long pent-up lust on 

Clive'spartto getinamongstallthatsmall-business-usermoney.Whereasthe extraordinary pricemakes 
the machine within the reach — just - of games players. It's probably safe to say that Sinclair have 
thrown a unique machine at the market and are waiting to see which way it will land. 

Against it: sJowish microdrive technology, the sluggardly Sinclai r mail -order system a nd the fact that 
Motorola are currently rejecting 98% of all 68008 chips coming off a -da assembly lines, making the 
second-mentioned even more of a problem. 

For it: outstanding value; unlimited possibilities in practically every sphere. 





CAN YOU HEAR ME? 

Without a doubt the most excitingly styled machine to 
come on the market to date is the all-British Elan. 
Style r you say, is OK — what else can it do? 
How abi>uE G4K standard memory (actually S2K usable 
RAM — be at tha t, Com mod ore) . How abo ut ste reo so u nd ? 
{Beat that everybody), Sound being perhaps the most 
neglected of all computer facilities to date, it's safe to say 
that by providing stereo, Elan have taken the games 
possibilities up more than a notch. Another factor: the 
bu i It- in j oystick (a facility shared by Spectra video) r which 
does away with Peripheralitis in no uncertain terms. 

At £200-odd it's also priced well within the reach of the 
Recreational Computerist. Half the priceof a QL{0K r hatf 
the memory, too, but like all the new breed the Elan is 
expandable), At a 1 1 events it cuts the Commodore and the 
Electron to pieces— on paper We should point outthat at 
lime of writi ng we haven t la id ciaw on a single Elan key, 
so there remains room for modification of this and all 
other views expressed above. But the looks of the thing 
areenough to makeanyonedrool — certainly it makes the 
QL look like a briefcase. And the stereo sound facility — 
perhaps this long-neglected dimension of games writing 
(not to mention other applications, such as music- 
scoring) will now come into its own. 
One to watch. And listen to. 
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WIN AN ATARI 800X1 
PLUS DISC DRIVE! 



RULES 



it 



'ITn^re is nn entry fee tut eac h 
attempt iaijflt be made on o proper 
entry coupon cut ftava UTG K, and 
must bear the* entrant^ iiwp name 
and address. 

AJl incepted antries will be 
Examined, and the first prirje will 
be awarded to the? entrants who, in 
the opinion of the judges, has 
shown the gr&ateg tsltiti ancjj udge- 
meiu in selecting the. moat apt ffl 
accurate answers for the ten ques- 
tions, Remaining prizes ivflJ be 
awarded for the ten next best 
attempts, an nu entrant maj win 
more than one prize, All prices 
must be at-eepted ae offered — 
there can he no alternative 
awards, cash or otherwise. 

In the event of a tie. for anv 
prizes), those tytpg will take part 
in a p*jntu] eliminating content to 
determine such winner^) or win- 
ning order. 

Entries arriving after thtr tioa- 
in t* date wi 1 1 n(j t be coneid ered , and 
no reapfinsibilit.v can be accepted 
far entries lost or delayed in the 
pnst or else where. Any entries 
received incompleted, illegible* 
mutilated or altered or not comply- 
ing exactly with, the instructions 
and ruteH will be disqualified. 

The competition is npen to all 
readers in Great Britain, farther n 
I rcland . Ki re. the Chan nel I si anda 
and Tale of Man nther than 
employees (and their families of 
IPC.' Mau whines Ltd., Atari proper 
title and th* printers of BTG K. 

Decisions of the judges, and of 
the Editor in all other matters 
affecting the mm petition, will be 
final. No correspondence will be 
entered into. Entry implies accep- 
tance of the rules as final and 
legally binding. 

Winners will he nutifed. and the 
result will he published in a later 
issue of KIG K. 



t,% ft,/ letters of rou, t.n a "^'cZpo^ YOUF ENTRY MAY 



The 800 XL is the fatest in the superb tine 
of Atari computers to be released in the 
UK It boasts an incredible 64K RAM, 
smooth good looks, a HELP hey — and it 
gives you access to the largest games 
library in existence. Fifteen graphics 
modes ai/ow you to address a palette of 
256 colours at one time — no other 
computer offers you such a facility. 

The 7050 Atari Disc Drive is the 
per feet complement to the 80OXL. With, 
lo w, s tt earn fined io oks, near-siten t oper - 
ation and dual-density capability, it 
offers the most advanced performance 
available . 

To win an 800XL plus 7050 Disc 
Drive, fust complete the questfanaire 
below to the best of your knowledge 
(and ability). 

Runners-up wiif receive prizes of 
AtariSoft games — which run on most 
popular micros. 




HOW TO ENTER 

Below are ten far-from-diffi 
questions about computers 
each are given three possible 
answers; simply decide which of 
these most aptly or accurately 
answers that question — A B or 
C. 

Write the key letters of your 
nhosen answers — in ink — in the 
spaces on your entry coupon, 
each under its question number, 
For example, if you consider "an 
acronym of ATtractive American 
Retail Investment" is the most 
suitable answer for question 
No. 1 r put B En the first space, a nd 
soon for all ten. 

C o t np I ete t he cou pen wit h yo ur 
own full name and address, and 
post in a sealed envelope to: BIG 
K/ ATARI COMPETITION, 55 
EWER STREET, LONDON, 
SE99 6YP, to arrive not later 
than Thursday, 3 1 st May, 1 984. 



— 



— FNTRY COUPON 




In entering Lhis competition, J agree to abide by tberulesand 
to accept the published result as final and legally binding. 

NAME . 
ADDRESS 
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THESE ARE 
THE 
QUESTIONS. 



ft) The word Atari is. . . 

(a) the Japanese 
equivalent for 
Checkmate in the 
game Go 

(b) an acronym of 
ATtractive 
American Retail 
Investment 

fc) a term for falling 
off a surfboard " 

(2) Pressing the 'Help' 
Key on an Atari XL 
computer wiJI get. . . 

(a) the fire brigade! 

(b) a list of the 
operating system 
commands 

fc) whatever the 
HELP key is 
programmed to 
produce 

(3) ATARI was founded 
by. .. 

(a) Caspar 
Weinberger 

(b) Nolan Bushneil 

(c) Steven Jobs 

(4) ATARI is a 
wholly-owned 



(5) Silicon Valley is in... 

(a) Southern 
California 

(b) Arizona 
fc) Northern 

California 

(6 J Disc Drives are 
better than cassette due 
to . . . 

(a) faster loading 
time 

(b) greater refiability 

(c) random access 

(7) BASIC is favoured 
for most home micros 
because, . . 

(a) it is already widely 
understood 

(b) it is easy to learn 

(c) it is under 
constant 
development 

(S) Good games design 
depends on . . . 

(a) multi-colour 
screen mixes 

fbj high resolution 

graphics 
(c) imagination 

(9) Which of the 
following did NOT start 
life as an arcade 
game , . . 

fa) Pac-Man 

(b) Star Raiders 

(c) Defender 
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subsidiary of . . . 

I 



fa) Warner 

Communications 

(b) Paramount 
Pictures 

(c) The Waf/ Street 
Journal 

imfcglMMBgfrrBflrg 
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(10) How many different 
colours can an ATARI 
home com puter display ijl 
on screen ... \ 

fa) 256 

(b) 128 I 

(c) 16 

irj|»frpjr»nHi=girjr»M# 




Author: Anton Hinxman 

Hivti-cavQ action! 
Sertte Bee needs hep 
defending the hive. Fight off 
the invading swarms, battle 
the bees and defend your 
Queen! 



Author: indescomp 

Itchy action! 
Jump your way out of the 
caves with Bugaboo the flea 
but beware of trie fearsome 
Dragon as you jump around 
the exotic vegetation. 



4QK SPECTRUM 



Author: David Shea 

An enchanting game based 
around episodes o f Raymond 
Briggs " amazingly successful 
book. 

48K SPECTRUM 

Author. Sandy White 

Ba ffle the Ants in the soft 
solid 3D city of Anteschaf r 



48K SPECTRUM 



Authors: M.Preston, 
P. Hunt ft Rose, D. Moore. 

A mythical graphic 
adventure in the dark and 
deadly halis of Earths-lone 
Castfe. Battle Dragons, 
Vampires, Sphinx, Zombies. 
Skeletons, Gryphons and 
other legendary beasts to 
rescue the beautiful Princess 
Paula. 



SPECTRUM 

r; indescomp 
Action beneath the 
Pyramids! 

Fearless Fred the Intrepid 
Archaeologist searches the 
creepy catacombs below the 
tomd lamb of 'TootJecarmoon' 
for the terrible treasures 
amidst monstrous mummies, 
ghastly ghosts, bats and rats! 



COMMOOOm $4 
ViCZO + SKorBK 
DRAGON 
BBC MODEL 




Author: John Holfr$ 
Authors: Mark & Ettzftard Moore 
Authors: Steve Lee/Cnartec 
:1AC Andrew/incentive 
Author: Dave Mendes 




Alt titfes available from Quicksliva Mail Order 
P.O. Box 6, Wtmborne Dorset BA21 TPY. 



MV, H&mleys, John Lewis, Computers for AH mdaff reputable 
specialist computer stockists. 
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On the 
trail of the 
Hobbit Habit... 

The Hobbit comes in the usual 
Melbourne House cardboard 
package together with a paper- 
back copy of the book by J.R.R. 
Tolkien. Like the original Spectrm 
version the One program boasts 
high resolution pictures that are 
"painted' when you visit certain 
locations in the adventure. Over 
the past few mont hsseveral'Hob- 
bits' have been released by Mel- 
bourne House for various 
computers. However, due to lack 
of memory space the BBC version 
doesn't contain any graphics. 

Graphics are only two-colour 
on Oric, unlike the 8-colour pic- 
tures on the Spectrum. This 
does n ' t detract from theartmuch, 
and the graphics are very nice to 
look at. \ won't spoil the fun by 
describing the game plan, but 



suffice to say locations a rid people 
from the book make an 
appearance- 
Talking of t h e people, the much 
vaunted Animaction algorithm — 
which supposedly lets animals 
and people interact with you 
physically' and verbally — turns 
out to be a disappointment, Thor- 
in's vocabulary, for example, con- 
sists of telling you to hurry up. or 
sitting down while you're berng 
eaten byatrollandsmgingofgold. 

The HOBBIT — onany micro — 
is a significant advance over 
simpler adventures written in 
BASIC, but ildoesn't, in my opin- 
ion, come near any of the INFO- 
COM series. For Oric r the 
graphics are very good, and I 
guess even at £14.95 the pro- 
gram is worth checking out. — 
AG. 

Game: THE HOBBIT 
Maker: MELBOURNE 
HOUSE 

Mac-tUne: 0MO1 
Formats cassette 
Price: £14.95 
Rating: KK 
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THREE TIMES A LOSER 



Incomprehensible graphic 'adven- 
ture' from the same team that 
brought you Beyond tire Cimeeon 
Moon, a tarted down maze game. 
Like Moon this is exceptionally 
unfriendly. A shame realty as the 
scenario seems almost interest- 
ing , You play a warrior in the realm 
of Mandoor, With your firespout- 
ing war sword you must vanquish 
the dreaded denizen's of the 
combat arena before embarking on 
a bold quest tor the Eye of Dazrnor. 
All well and good you might think. 
Unfortunately the game is almost 
inaccessible. You're only granted a 
vocabulary of sixteen words to 
play with and the graphics them- 
selvesare baffling. I couldn't make 



out what was meant to be happen- 
ing most of the time. I mean, what 
would you make of a screen that 
depicted only a small red globe? It 
looked like a disembodied i\\ to 
me. Serious adventures are 
advised to steer well clear ot this 
supposed trilogy. I've had more 
interesting adventures shopping In 
Neasden. — S,K 

Owras ADVEMTDHE 
TRILOGY 

Maker: DRAGON DATA 
LTD 

Machines DEAGQ] 
Format: cassette 
Price: £7.95 / 
Ratting : none 



LAUQM7 1 Nt^Dud. 




House of Death is a non-graphic 
adventure game set in an aban- 
doned horror movie studio, at 
location brimming with possi- 
bilities Naturally, it's a test of 
nerve as wed as hgic. Halfway 
up the stairs, you are totd that 
they are particularly rickety at 
this point. GO UP and you go up 
— but try coming down again 
with any treasures from the 
second floor . . . The treasures 
themselves are out of the ordi- 
nary. As you find yourself wan d- 



ering about wearing a scuba 
outfit and a werewolf mash, 
clutching a tadpole and a cake 
marked "£af Me", you feel the 
author's sense of humour could 
have been wetl used on Game 
For A Laugh. But there is a 
method In this madness /though 
i have yet to find a use for the 
tadpole} and the zanier aspects 
of the adventure make it aff the 
more distracting. While the dia- 
logue can he somewhat limited r 
for a48K game Hou se of Dea th 




offers the maximum entertain- 
ment. My only gripe, as a fan of 
horror movies, is that some of 
the detaits are drawn from the 
general store of advent if re 
archetypes, and there stilt 
remains a great horror game to 
be written. — P. ft. 
Game; HQ0SE OF DEATH 
MaHer: TAUSOFT 
Machine: O'RIC-1 
Format: cassette 
Price: £9.99 
Rating: KK 
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Gould Be Better 
Could Be Worse 
Unsurpassable 



DONNED 

UND 
METRO 




LET'S FACE it, any at/ens daring to invade Earth these daysareinb-i-i-f-g 
trout tef Fast space -zapper games like Metro Blitz here are spawning a 
whole new race of hyper -re flexed beings with brilliant hand-eye co- 
ordination. Put them in charge of the laser batteries and we lt have no 
problems! 

While we wait Metro Blitz is good practice at tackling overwhelming 
odds. Alien craft are descending- on the city in suicide raids that destroy 
parts of the cityeach time one Sands. You have command of a smalt nimble 
fighter with one mission only. . . blast anything that moves. 

At first glance the game looks limited with all the action taking place on 
one screen and with no scrolling. However, with 24 attack waves and six 
diff erent types of aliens there s plenty to keep you bus y. Some aliens exhibit 
fife viousness b y scrolling in from the side at high and tow ie vels or releasing 
hunter drones to follow your every move. 

A generous J 0 ships to start with means that you can survive for quite a 
while before succumbing to the inevitable 'no win' conclusion. Bonus 
points and an extra shtp are awarded for surviving each wave. 

Metro Blitz looks and sounds good but, ultimately, ranks with all the 
other space shoot- em-ups as fun until easily tired of. On the other hand, if 
playing it can one day save the world, weft —H;B- 

Game: METRO BLITZ 
Makeri PBS 

Machine: COMMODOEE 64 
Format: cassette 
Price: £7,96 
Bating: K 
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The inlay card speaks of Crazy 
Haitian Wiggles worth, Flyer 
Supreme, ana his trusly pal T.C. 
Barton undertaking . . the bal- 
loon tri p of a lifetime' .Of tiles e two 
gentlemen f could find nosign.nol 
n Ihe churches and skyscrapers" 
hey were supposed to fly over 
though they might appear In the 
higher levels of the game). All J 
could find was a lazily swinging 
preen balloon in a spiky labyrinth, 
riarrflythelripofthisoranyolher 
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Your task — should you decide 
In accept it — fs to guide the 
balloon [one of six) safely through 
the ma re a vd id i no c on ta ct w it h a n y 
of the su Maces. Tri e si 1 ghtesl touch 

— even by the flasket — causes 
the ba I loon s pecta cu I ar I y lo de 1 1 a le 
and plunge to the ground. 

This task is made more hazard- 
ous by the ballon s swinging, 
making it a larger target, and 
various mnbi le sharp ihfnos which 
inhabit each oft he 2B lev els, There 
areeven magnets lo pull the ballon 
off course and targets to aim for 
which can net you extra points. 

Crazy Balloon does little to 
earn its name, The colours are 
pretty, the sound is minimal and 
the game play rarely cllmhs above 
rra i I ril y frustrating. 

As for Crazy Nathan and his pal 

— they probably opted for Ihe 
latest in Might simulation pro- 
grams. — F.B. 

Game: CRAZY BAIiGON 
Maker: SOFTWARE 
PROTECTS 

Machinal COMMODORE 64 
Format: cassette 
Price: £7.95 
Bating: K 
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Not so much sn adventure as Dungeons and Dragons with chips Those 
familiar with Ihe boxed version will recognise the for mat. Before youcan set 
off and vanquish the Demon Lord your character must be created. Various! 
values are assigned to strength, constitution and the like, and then hit points 
and gold pieces allocated. Hit points represent the amount of damage your 
character can withstand. Encounter a fiend and you II have to select a weapon 
from your supplies and hope the computer dice rolls in your favour. Survival 
being down to the number of hit points prevalent and the amount of damage 
rolled by the dice. Obviously the higher your points the more encounters; 
you re likely lo survive, it s a tried and teeted formula. 

Having entered the dungeons youll be given a menu of possible options: 
Fight, go on, run. search or purchase supplies. The screen then details theL 
consequenceof your actions. Action Ireaks will delight In the knowledge that ^ Hating: kk 
there are filly-two species of nasty to conquer and there's a thoughtfulr 
provision tor both shorland protracted expeditions. Some might prefer this! 
role-playing exercise lo the more traditional adventure. For me It had only 
limilerjappeaUp relerbrainteasersalongside Ihe bloodletting — SK f 



Game: MONSTERS AND MAGIC 
MaHer : DRAGON DATA IIT~D 
Machine: DEAGO.W 32 
Format: cassette 
Price; £7,95 
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0RICUL6 , 

STSSSSSiCSS 

and the ability to open windows 

with sancufymfl DrS 1„ 0 
numerous easlles. ls j Pf ^!^^g 

3 nd stock game forma,,. ft»m 
Udders wemajegamo.mebest 

arcat fes It's simple- but it « fwt 
and the basic elements are clev- 
eHyplo^d White th. characters 
-Ghosts, werewolves, the vw- 

the casile adds a splash ot colour. 

the vampire, twilight will Oes 
iTtch qhosts, but onM evening 
paten gnus. , altemat ive but to 
fa s there s no ansrrwi 
dodqe until dawn comes. Dr*cu 

function, but the action m rem* 
r£ e Side by side with similar 

Space Panic, you wouldn t know 
the difference^- P-B; 

Machine: OBIC-l 
ronoattt cassette 
Price; £6 ,95 
Bating?^ 
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<»ff*« °l>*ous/ycomcfet. 
In tact it rathar remind 

'"otoAtaiVCScartYol 
'Ofrwdeyourl/n/e golfef 

rne e/gftt, around a nme h«u 
Thntongintfod. UnfikePo 



TEE OFF 

£°™at: cassette 
Price; £7.95 



LOAD! 
LOAD! 
LOAD! 

FUNNY NDW life imitates An Just as 
the US Navy pulthe gianl World War El 
balllewag&n New Jersey hack in 
commas ion and sent il to lurk menac- 
ingly nfl the coast ol Lebanon, several 
soltware companies obviously decided 
thai there's mileage in resuscitating 
111 is obsolescent — but fascinating — 
lorm rj! naval warfare, where gun 
armed ironclads seek each Qiher out on 

I he high seas and, having found each 
other, do their hast to blow iheir 
opponents out of the waler. 

Both MC Lolhirjrien [Dread- 
noughts] and new Hye-based com- 
pany Temptation (Admiral Graf 
Spee| have efeclerJ lo simulate a dual 
eras ol battleship warfare. The lirsl 
for that mrjsl fascinating ot 
epochs, the 1914-18 war. when mighty 
lleets hunled each otfier over the 
wintry North Sea. Temptation s Alter- 
ing reproduces the I a si cruise of the 
pocket battleship Graf Spee, Both 
have 'search' modes, with Dread- 
noughts allocking you a preset 
plot lint and Graf Spee allowing you 
to hunt the oceans rather like the 
Thorn -EM I game Submarine Com- 
mander. Of Ihe two, the Loth lor tan 
search mode is the more realistic, since 

I I exa ctly repro d uces I he co illusion and 
poor visibility lor which that era ol 
naval warlare was noted. However. 
Dreadnoughts is lairlv null In lank 
at consisting essentially of menus and 
— I have to say it — spreadsheets, 
whereby you alter individual vessels 
speed and heading. 

Dreadnoughts eventually gives 
you a look-down' [Zeppelin?) view, 
whereas the Temps opt lor a bridge 
view. Combat sequences therefore are 
tokenised on Dreadnoughts and — 
because ol the BASIC programming — 
laoky and wooden on Graf Spec The 
best thing about either name is Ihe 
c a pa h i I Ely of 0 rea d n g ug tits 1 n n i I n w 
iwo players to alternate on the same 
consul b. so that what each player sees 
[the other guy poll is ly staring at the 
wail meantime] is exactly what Ihe 
admiral woujrj see. 

D1 the Iwo. Dreadnoughts is the 
more authentic overall and more visu- 
ally boring^ while Graf Spee is 
precisely the other way around. 
Neither address the contemporary 
problem of rang Blinding in any way. 
Overall I feel the ultimate naval war- 
jme has yel to tome. — T.T. 
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Gamei DREADNOUGHTS 
Maker! MC LOTHLORIEN 
Machine: SPECTRUM 48K 
format: cassette 
Price: ^5,95 
Rating: KK 



&ame: ADMIRAL GHAF 

MaJter: TBMFTATIOH 
30BTWAEE 

Machine ± SPECTRUM 48E 
Format: uaa satte 
Price? J.i.5.95 




K - Could Be Better 
KK = Could Be Worse 
= Unsurpassable 
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ONLY Th£ BEST BECOME A 



PILOT V 



Tired of flying your dinky little 
Sinclair/ Psion Flight Simulation 
pfogram? Ready for something 
with 3 bit more muscle? How 
about an F15 Eagle USAF air- 
superiority jel fighter? Yours for 
less than eight quid with this 
program, guv. No questions 
fisted 

FigNer Pilot is nothing short of 
state-of-the-art stuff for the 
Spectrum. A really impressive 
instrument panel is displayed 
along the lower portion of the 
screen with 3 fuil 3D -effect cock- 
pit view taking up the rest of the 
display. Runways and enemy air - 
craft are rendered in excellent 
hi-res graphics, 

The instrument panel itself is 
masterpiece of graphics with 
scrolling and rolling dispFays, 
showing up those cop-out all - 
digitaF read outs of some other 
5irnu.Fatio.ris. It ready conveys the 
J feel' of being at the controls of a 
real aircraft. 

So what can it do? Pretty much 
everything short of severely dam- 
aging any property or life. There 
adoptions for t afc e -of f s an d la nd - 
i ngs (blind a nd wi t h c ross - wi nds i f 
you like), flight (with or without 
iurbu Fence), combat practice and 
actual air-to-air combat, It's even 
fully aerobatic — looping the loop 
is great fun I 

Instruments include artificial 
horizon, fligh) computer, radar., 
compass, ILS, thrust indicator 
md ammo count. Everything 
needed to track down the enemy 
a rid q =vr; i 1 in 1 a sever e I h r as h 1 ro 
In fact there are so many fea- 
tures included in theprogram that 
they cover two full information 
sheets and make fascinating 



In realily Fighter Pilot can't bo 
regarded as 'just another compu- 
ter game', it is a total experience. 
It has been devised by experts m 
the field af flight si -mutators aided 
by guys who fly planes FiketheFI 5 
"foraFiving 

the program runs in 100% 
machine code and is compatible 
with all the major joysticks. At the 
moment it's in a class of its own , , 
arsd I reckon iff I take some beat- 
ing — R.e. 

Gaa»: FIGHTER PILOT 

Maker: DIGITAL 

INTEGRATION 

MacMne: 48K SPECTRUM 

tforraat: cassette 

PrlCfl: £7,95 

Bating: KKK 



GAMES 



fit and climbing game that 
suffers from gutless presenta- 
tion and lack of motivation. The 
object is to move across a screen 
cluttered with moving lifts, the 
idea being to reach as high a 
floor us possible. Should you 
manage to negotiate one floor a 
little yellow cube will zoom 
down and carry you to a new 
floor. The graphics, despite a 
neat title screen, are very ordi- 
nary. Curiously the documenta- 
tion which comes with the game 
describes your pawn as a detec - 
tive, indeed the difficulty option 
allows you to play either James 
Bond or Ruck Furd, but the 
character looks more like a squat 
John Wayne than a secre tagen f 
Presumably a stetson is easier to jjHPt BjjL V 

depict than a PPK. It's also a 
game requiring very tittle skill, as 
success depends largely on the 
random arrangement of the 
moving lifts Very ho hum. f 
would be well cheesed off had f\ 
shelled out hard- earned cash for 
it.— SK. 

tifamet SHAFT 
Maine*: DRAGON" DATA 
MacJxInd: DRAGOW 33 
Format; cassette 
Price: £7.95 
Bating: none 



E^remely difficult successor to Airstrite i - besicaJly a very pretty 

Scramble type game whereyou fly a heavily armed ship downaseriasof 
labyrinthine tunnels in order to reach your uFtimateqoafa kind of alien 
oil- ng. Th>s you then attempt to blow away in the usuaf styFe. 

Ex ce Fie n | use h a s been made of the Atari 800 scon side ra biographies 
and the by now common device of a movement window within the 
ho nzontal scroll a I tows y o u a c ertai n freed cm ot m 0 vement A very n i ce 
touch indeed isthe provision of subterranean and Overhead branches off 
the mam tunnel though actually getting the ship to negotiate the 
entrance to any one of these taxed 1 he abilities of even the most gung ho 
office denpzens to ths utmost (i.e. we tailed to do it even once) As it 
stands v probably English Software's best title; though it would beniceif 
Austrfke 3 ( if there i s one) coul d m a nag e true bi -d irectiona I sc ro 1 1 i na a fa 
Defender. — T.T. 
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Game: AIRSTRIKE £ 
Maker: ENGLISH SOFTWARE 
MacMne: ATARI 400/800 



THESE BOOTS WERE 
MADE FOR 

ZONGING 

Stop me if you 've heard thisone, 
but there was (bis guy running 
round inside a maze trying to 
gather treasure but being 
chased b y all sorts 0 f nasty crea- 
tures What? You have heard it 
before 7 Weft here it is again f 

To foe fair, Krystals of Zong is 
one of the better maze chase 
games around. There are eig*it 
levels, each with nine rooms 
infested by snak es. bats, spiders 
and mummies. The treasure is 
locked in central compartments 
accessed oniy by keys which 
must be collected from the var- 
ious rooms. There are also 
swords which temporarily give 
you the power to off your 
pursuers. 

Surprisingly, some of this 
treasure is actually useful. There 



Format: cassette 
Batijig: KK 
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are potions to talepon you to 
other rooms or make your invisi- 
ble to the nasties, boots to help 
you run f aster (vital because this 
game is slo w)< 00 werful s words 
and more, ft almost makes the 
hassle to get them worth while. 

As said, the action is slow and 
the graphics are nothing to 
scream about but there are sev- 
eral tittle touches tha t make the 
game fun. These include the 
music and a cute little sequence 
whenever you get caught by a 



creature. 

You can't Judge a book by its 
cover so don't judge Krystals of 
Zong by its theme. You might be 
pleasantly surprised. — R.B. 



Game; KRYSTALS OFZOETG 
Matter: PES 

Machine: COMMODORE 64 
Format: cassette 
Price: £7,95 
Batlngj KK 



SCROLLING 
T0 OBLIVION 



"VIDEO GAME 



* G=Eac3 * r ~~ TO rtr 4™isstfeS launch 

j „ 0(Vtiv « calm Ground P* c ' vJ?n 

predicted f^^^fe^flyi^ VO^an racKup jn 

scom ... which '"j_ tVlSs ^version o ^ lhe mai* 
feature. The » et ° mb!e s^«™ ! ., a aenres 0 f game. *.s. 
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ob« e TVran^ lrate b ''° will e^r , h " 'T' faif 

0-t deal o S , h T^ ™™ pC fe? 

*«• of the dfn^^ wwlmVinu, g 

Wonderful rhi„„ i """^moying. 6 
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Adventure games allow you to 
on the mantte of many 
powerful and dynamic beings 
and experience strange and 
exciting things. But are you 
ready to become a worm? Not 
just any old worm but Wonder- 
worm fta. da/) who has an 
urgent appointment to attend 
his uncle's Wormsday party 
(more worm jokes to come). 
Our ductile hero must feaves his 
comfortable worm bote, full of 
wQrmfrotd items {see!} and find 
his way through terrible, worm- 
destroying hazards to the party. 
Despite Us cutesy theme this is 
not an easy adventure game. 
Indeed, just leaving the worm 
hoi* requires soma thought to 



find the speciai keyword 
needed to release you (and it 
ain't 'slither' or crawr) Won- 
derworm runs mainiy in text hut 
has some good and amusing 
graphics buried within it. Most 
of the standard adventure game 
commands are recognised with 
LOO ft and HELP being of vital 
use. This is a game with a sense 
of humour and a lot going for it. 
Excuse me while t work out how 
to avoid being eaten by a cow 
again. -R.fi. 

Game : WQM5ERWQBM 
Maker: HAVEltfSOFr 
MacMner Spectrum 48K 
Format: cassette 
Hating: KKK 



3000 GAME... 

Embarrasing Dialect 




MY OATH ! IT'S 
THE CUBE! 

in the beginning there wasPao 
Man. He was a little round char- 
acter that starred in a smash-hit 
arcade video game. He was 
considered so cute that he 
spawned a rash of spin-off pro- 
ducts and even got his own TV 
show. Then came Q'bert, 
another little round character, 
with a big nose and Nttle legs. He 
too starred in a sm ash-hit video 
game, was considered unbear- 
ably cute and is abouttogethis 
ownTV show, Moral: cute round 
characters sell video games. 
See if you agree wrth this home, 
InteJIivision version of Q'bert. 

Like most good video games, 
the idea is deceptively simple. 
Hop 0*bert up and down a 
pyramid of '3D' cubes changing 
their colouras he lands on each 
When the entire pyramid has 
been changed it all starts again, 
this time with a different colour. 
But, of course, it ain't that easy? 
There are 'nasties' about. They 
chase G*bert all over the 
pyramid; red and purple balls to 
squash him, creatures called 
Ugg and Slick who jump on him 
and change cube colours back 
again, and Coily the snake. The 
only way Q*bert can escape his 
deadly coils is to hop on one of 
two flying discs which whisk 
him to safety while Coily 
plunges to his doom. 

Compared to the original 
arcade game, the InteHivision 




graphics are. naturally, a bit 
coarse but otherwise this ver- 
sion remains remarkable faith- 
ful to the original. The flying 
discs spin coJourfully, thesound 
is good — Q*berteven manages 
to swear convincingly whe- 
never he is caught. From the 
outset control on this game is 
not simple as CTbert can only 
hop in diagonal directions but 
Intellivision's infamous controf 
discs compound this problem 
and make a lot of practiceneces- 
sary. Once mastered, though, 
you'll find Q*bert more of a 
challenge than you think. Looks 
f i ke another cute, round, lovable 
figure is about to become a 
vi eo game superstar! 

Game: Q*BERT 
Maker: PAKKER 
Machine: lETrE'LUVISIOW 
Format: RDM 
Prices £34.50 or leea 
Rating: KK 
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Home, home on the range, where the stars and the asteroids play . . . and 
who could be more at home on the range than theBeamridmandhis trusty 
bser hriai. Dang ma britches, pards T if this ain r one of the meanest space 
thootwups t ever did see/ You've got to stop a bunch of the orneriest 
space owihoots this side of the Crab Nebula takin' over the 99~hvet deep 
Hestrtcter Shield round Earth. You can see that dang shiefda-stretchin' way 
out tn front of you. Them varmints starts as dots in the distance but come at 
ou down the grid lines of the shield, a-growin'alt the time. Waittillyou see 
ftes of their eyes before you start a blastin' with your laser lariat 
t i-ookit them critters run! But it ain't over yet t son. They 're smart 
w if soon be back a-buckin ' and a- weavin ' and blastin back at you withbig 
bombs They 11 also bring som e ' friends ' with em , Just stand your ground 
bon r and plug away. Send 7 5 of em to Boot Hi/land you'ff get a crack at their 
m Boss craft. You'll need your torpedoes fer that sucker. You ve only got 
* bfce ^omake em count — and watch out fer them green blockers who'll 
Uw your fire. Blast the head critter and git bonus points. 
But it don't stop there, nosirree. There s another sector and another and 
the whole thing just gits faster and faster with a whole passe/ of 
jers. This here H*amvid*r'sapurdy-iookin 'game with mighty fine 
und. Up to four of you rannies kin play and there s action a plenty fer ait. 
fang, pards, / gotta go save the rest of them 93 sectors. Beam me up r 
— R.8. 



»: BEAMRIDER 
nACTIVlSlGN 
ichiaes IHTELLTVISION 



Format: ROM 
Price: £34.96 
Rating: KKK 



He coufrJ 
have had 
a Bounty 
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CAN YOU BEAT OUR 



We've got the biggest (and best) selection of games 
for the Commodore 64. We think they're unbeatable 




MORE THAN GAMES. 




Our FREE catalogue lists dozens of programs 
for your Commodore 64 to help you run your business, 
write programs, or just enjoy yourself. We've been producing 
top quality software 

w, SUPERSOFT <§> 

SUPERS OfT, Winchester House, Canning Road- Wtealdstone, 
Harrow, Middle*, HA3 7SJ Telephone: 01-861 1166 
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the best, just remember our name . 
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Orders fry post to 
41 Truro Road, St. AusteU, i 
Cornwall PL25 5JE. 
Credit Card Hotline 0726 3456 



Your mission is to penetrate the enemy 
/ scramble system and destroy their 

headquarters. You will start with three of 
m/F our 'atest spacef ighters equipped with 
s mjmp repeating cannon and twin bomb launcher. 
■ { W I* you succeed in evading the elaborate ground 

defences, you will arrive at the Cave where flying 
becomes more difficult. In the cave are UFOs, after 
which you must avoid a hail of meteorites. Very few 
pilots succeed this far, but if you do, then you must enter 
the Fortress, followed by the Maze. If you manage to destroy 
Enemy Headquarters, then your reward will be a more 
difficult mission! One or two pfayer game. 
^Machine Language, High Speed, Arcade Action. Full colour 
\ ^ graphics with sound. Keyboard or Joystick control. 

^t^'^Sj Available on tape for 
Br "- OHIC £5.50 DRAGON 32 £8 

F'^feS^ • TANDY COLOUR £8 

Pii^A^yi (Tandy Colour version onl ^ available at Tandy Shops) 



Selected Microdeal titles are 
avaflable from larger 





Stores and 
Computer 

Shops 
Nationwide 



It's no 
picnic! 



But if you go down to the woods today, will you help 
Ted get his batteries? 

Or will you get bowered? 

Or get the cocktail? 



Will you ever reach the 8th round? 




Come to that will you ever work out 
the scoring system? 



BEAR BOWER 

£6-95 

(Spectrum 48K) 







Available from:- 

Artic Computing Ltd 

Main Street, 

Brarrdesburton 

Driffield 

Y025 8RG 

Tel: 0401 43553 
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WRITE A CDfTFUTEPI GflmE 

fro WIN !! £1000 !! worth 

□F ^commodore EDUlFTTlEnT 
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TO WIN THIS EXCITING PRIZE YOU MUST WRITE A FAST MOVING ARCADE STYLE GAME BASED 
ON ONE OF MOUNTAIN VIDEO'S TOP SELLING ANIMATED FEATURES! ' SPACE FIREBIRD*, 
1 DRACULA ' OR * TECHNO POLICE*. EACH GAME MUST EE UNPUBLISHED, BUT CAN, OF COURSE 
EE AN ADAPTION OP A GAME THAT YuU ALREADY HAVE DESIGNED. SPACE FIREBIRD LENDS 
ITSELF TO A GALAX I AN STYLE GAME T AND DRACULA 15 ALREADY QUITE POPULAR WITH 
ADVENTURE PROGRAMMERS, WHILE TECHNO POLICE'S HIGH-TECH TANK SHOULD PROVIDE 
PLENTY OF SCOPE. SPECIAL CONSIDERATION WILL EE GIVEN TO GAMES THAT ARE BOTH 
ORIGINAL IN CONCEPT AND WELL RELATED TO THE TITLE. ALL THREE VIDEO CASSETTES 
ARE WIDELY AVAILABLE THROUGH V I DEO LIBRAR/S, AND COMPETITORS CAN ALSO OBTAIN 

L SYNOPSIS OF EACH PLOT FRuM MOUNTAIN VIDE" AI r HE ADDRESS BELOW. IN 
ADDITION TO THE EXCELLENT PRIZE MOUNTAIN WILL ARRANGE FOR THE MARKETING OF 
THE WINNING GAME EITHER DIRECTLY OR THROUGH A LEADING COMPUTER SOFTWARE 
HvUSE.WITH FULL ROYALTIES TO THE CREATOR .ALL ENTRIES MUST BE ON CASSETTE j AND 
DESIGNED FOR ONE OF THE LEADING HOME MICRO COMPUTER SYSTEMS. CLOSING DATE FOR 
ALL ENTRIES IS 1ST OF JUNE 19B*. THE FINAL DECISION WILL BE MADE BY T EI G K»S' 
EDITOR < TONY TYLER AND PUBLISHED IN 1 BIG K 1 , 

ENTRIES SHOULD BE SENT TOl- 

MOUNTAIN VIDEO COMPUTER COMPETITION. 45 NEW OXFORD ST 
LONDON. WC1. 

Please include S.A.E. for return of yaur entry. 
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PROGRAM 

EVERY 

MOUNTAIN 



PROGRAMMERS out there eager to score a 
Commodore 64 plus peripherals can have their 
chance— Mountain Video (the animation 
specialists} are organising a com pet ition with 
£1,000 worth of said equipment as the overall prize, 

All the tempted tapper has to do is design a 
game program to complement any of Mountain's 
three top-selling animated cartoon videos: 
Techno Police and Space Firebird, two 
amazing sci-fi offerings from the Land of the Rising 
Sun and Dracula. an amimated adaptation of a 
contemporary story featuring that well-known 
bloodsucker, star of stage, screen and video 
games, 

Mountain Supremo Daniel Brant assures Big K 
that his company will either market the 
prizewinning game themselves or arrange for its 
marketing —with full credit, royalties, etc., for the 
lucky winner Closing date for entries will be 
Monday May 30. 

Entry forms available from: Judy Sergeant, 
Mountain Video (Special Projects. 45 New Oxford 
St, London WCt. 
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by JONATHAN BUL 
for COMMODORE 6» 
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came from ouf 0/ space to answer 
the desperate caff for rescue: 
humanoids trapped on a fonefy moon 
and menaced by a monster. One by one 
the giant ships swooped in to release 
their lander craft. The craft had to find 
a way to get to the humans — a thou 
off course meant destruction. Many 
were destroyed in the attempt but one 
got through. Wiff you be piloting that 
craft? Type in this amazing program 
and fight out if you've got The Right 
Stuff 
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For any Sinclair 
Spectrum 




A fiendishly cunning strategy game for 2-4 players. Grab your bricks as they come down the chute and 
out-build your opponents by hemming them in. Last one in plays Yosser Hughes . . . can you do this job? 




□ 




GAME NOTES 

You m usT si mp ly surround a rtother player's br ick wit h you r own . Ifthereisa 
space Of a wall on one side the p I a y &r ea n not be s ur r ou nd ed . H e wrl I on ly d ie 
if he is surroundnd by four other bricks. You can aJso Surround yourself so 
beware I 

You can play safety nutting your bricksneartheedgeof the walls or form 
a ring of bricks with a space on the centre. Th« four in the ring can' I be 
surrounded but can surround others. 

You can play a t isky game by luring other players into squares which they 
think will surround you bul actually surround them. 
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HE WROTE ONE 



THE AMERICA N$ m ust he 
feeting pretty sick, In rock 
music, films, TV and now 
computet gaming, the spirit of 
True Brit is showing. Now A tari 
has chosen a BtitProg for its 
first international release. Big K 
managed too track down the 
history-making Briton . . . 

JUSTIN WHITTAKER is a 
tall, bespectacled 18 year- 
old from Staple hurst In 
Kent He extrioits a calm 
self-assurance ( iJ I decided 
that I'd write a hit game") 1 
and realistic attitude ("1 
wouldn't recommend that 
anyone else leaves school at 
16 and starts writing soft- 
ware, they could be very 
disappointed*') towards his 
work. All this is reflected in 
The Lone Raider, Justin's 
first Kame; a skilful blend of 
action, excitement and good 
play values, utilising the 
excellent sound and gra- 
phics capabilities of the 
Atari Home Computer. 

Justin's computer interest 
began at school with compu- 
ter studies, a subject he 
didn't feel he was doing as 
well as he should In. So he 
went out and bought a ZX81 
to help. Through this he 
learnt programming and 
began writing his own pro- 
grams straight away. He 
left school when he was 16 
with a career as a pro- 
grammer firmly in his 
sights. But it wasn't that 
easy. A long round of fruit- 
less interviews left him with 
a lot of spare time on his 
hands and, by this time, an 
Atari BOO to pi ay with. It was 
then he decided to write his 
'hit game". 

THE THEME'S THE THING 

Weeks were spent thinking 
up ideas, "Eventually I 
came up with the idea of — 
instead of just having a 
game, which is pretty mean- 
ingless — to actually pro- 
vide a theme, I choseraiding 
a factory. So I designed the 
first screen of the game 
around getting into the fac- 
tory, the middle screen 
doing the raiding and the 
last screen getting out 
again. I built the game 
round that," 

Four or five months of off 
and on work passed before 
the game was complete. 
Justin then wrote to Atari's 
U.K. HQ telling them about 
the game and asking if he 
could show it to them. 

Why Atari and not some 
British software house? 
"Because I had an Atari 
computer/* was the simple 
reply. Oh, 




A BRIT TAKES 




Atari agreed to see the 
game and Justin journeyed 
up to their Slough offices to 
show it to them. 
"They were struck by it the 
moment they saw it," he 
says modestly, "Almost on 
the first day they said the 
would release it" At that 
time, [ike man\ othyrswrit- 
ing independently for the 
Atari all Justin could hope 
for was his game to be put 
out by the APX (Atari Pro- 
gram Exchange), a service 
available only to Atari 
owners. Then a few weeks 
later came the surprising 
news that The Lone Raider 
was going out 'mainline' 
with the rest of Atari's 
catalogue, 

' 'I was d umbf ou n ded , ' ' 
says Justin. "It was fantas- 
tic because, up to then, 
everything was so select 



with all the mainline stuff 
being written in America, 
Everybody says that the 
Americans are best and all 
that but I'm sure the British 
can do j ust as well." 

Atari agreed to pay Justin 
a royalty on each copy sold 
in return for holding copy- 
right and The Lone Raider 
was launched with great 
ceremony at the end of 
October, 1983. Initially the 
game is only on sale 
throughout Europe through 
Atari International, but 
hopes are high for an even- 
tual U.S. release. 

THE GAME S THE THING 

The Lone Raider is a three- 
stage game. On the first 
screen the Raider is beamed 
down from his mothership 
and must destroy all the robot 
guards to enter the power 



factory. 

There are ten ranks to 
work through. The first five 
can be selected but the last 
five must be taken in 
sequence. Unlike some 
games Raider isn't endless. 
If you can beat the tenth 
rank ("almost impossible* 1 
says Justin) there is a spe- 
cial message and tune wait- 
ing. But nobody has done it 
yet, including Justin, who 
claims only to have cracked 
it ", . . by cheating"! 

THE SOUND'S THE THING 

The Lone Raider is an 
immensely 'playable' game 
involving the need for good 
tactics as well as reft exes. 
Sound is remarkable though 
the graphics are surpris- 
ingly simple for such a 
machine, "Some people 
write a game round a gra- 
phic technique/' Justin 
explained. 'They don't care 
about the play value. That 
isn't the way to do it, Sound 
is one of the most important 
things in games because it 
affects your subconscious as 
opposed to anything else. 
You can't ignore it. In the 
second level of my game the 
droning sound really gets 
you sweating!" 

As is fairly clear by now, 
Justin is a big fan of Atari 
computers. "They're fantas- 
tic "ne says, "You can never 
really master an Atari 
because there are lots of 
little things hidden inside. 
You can get 355 colours on 
the screen at once — what 
other micro can do that? 
There's just so much poten- 
tial that s not realised." 

Okay, so how about a few 
tips for Big K readers, 
Justin? "Get a book called 
Be Re Atari by Chris Craw- 
ford. If youVe got an Atari 
micro you think you've just 
got a basic micro. When you 
read that book your mind 
will be blown when you rea- 
lise what you've really got 
your hands on!" 

Justin was 17 when The 
Lone Raider was released 
last year. He's now 18 and a, 
freelance programmer 
working on converting some 
of Atari's most popular 
games to other home micros 
for the new Atarisoft range, 
Wh en Big K spoke to him he 
was working on Dig Dug for 
the BBC and Electron. 

But what about a follow- 
up to Haider? That'll be in 
the works very soon and 
Justin is saying nothing 
about it other than it will be 
an arcade-style game. Fine, 
When you're a lone raider 1 
taking on the awesome task 
of cracking the American 
grip on software, you're 
entitled to a few secrets! 
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POCKET THIS WALLET 

AND CALCULATOR. 

THEN WORK OUT HOW 
MUCH YOU'VE SAVED. 




»erolVYfesr'Tiinster Borik PLC 41 Lothbury London EC2P 2 BP 



When you open o savings account, you wont 
to keep track of how much you've got in it. 

That 5 why the First thing we give you when 
you open o NatWest ON LINE account is a 
calculotor. A wafer-thin affair; straight out of 
1985,. with a continuous memory that keeps your 
balance, even when the module is switched off. 

Not that you won't receive Srx-monthly 
statements of your account. But os an ON LINE 
Codeholder, you'll hove the chance to buy the 
things you want through a specie* telephone 
ordering system. And since you can't buy what 
you can't afford, you'll need to know how much 
you con spend before you pick up the phone. 

The calculator comes in a stylish wallet, 
along with your Codeholder card On this card 
you will keep your personal number - the one you 
must quote when ordering rtems from the 
exclusive catalogue you wrll also receive upon 
joining the scheme. 

The catalogue contarns a wide range of 
specially selected goodies, mcludrng eJectronic 
games, cameras and even a portable TV 

Of course, you don't have to buy from the 
catoJogue if you don't want to. Leave your 
savings in your account and they wfJI accumulate 
interest* And we won't deduct income tax from 
the interest payments -unlike the building 
societies. 

As an ON LINE saver you will regularly 
receive a special magozrne containing features 
on musjc, careers and fashion, 

Vou don't need a calculator to reff you that 
□N of thrs odds up to o pretty impressive 
package 

To open a NatWest ONLINE account, you 
need £5, of which £2 covers membership. 

Drop into your local NatWest branch today 
and do if. 

A Nat West 

The Action Bank 



IMc* goods applied through rheOn L,n C system will beluflilfad by Empue SJorft Ltd. or 18 Q*d Rood Bedford. Wev ^kshire Thsxhen* rtDvoiloWeloanyopplicont under iheoqeol 19 

"for current mterttr rate please dik ar your loco* NofWfeif branch, 
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The innards of TIME PILOT. 
Beneath the tut>e are the TV tnsnsis 
tors and transformer. Left: 
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2 OPEN WIDE and 
say AAARGH! 
Battlo-scared 
machines consult 
the Doc — actually a Tektronix 
46S0 oscilloscope, Most ailments 
are simple: broken micros wftches; 
smashed cabinets and screens — 
occasionally a burned-out ROM 
as a result of cute (and 
unprintable) tricks played by 
various wiseacres. 



4 there was nothing actually wrong with 
luJ^rZt DEFENDER at all! In fact, it 
hJ5 mSri? come in for its regular 
^e« m^h check-up, includmg ^ 




GAMES OF OUR TIME 



DEFENDER IS THE quintessential 
Atari VCS cartridge. It hag an appeal 
that" a lifted it far above the faddish pop- 
ularity of other games, and sines; its 
release remains pretty much une- 
qualled as the ultimate 2600 challenge. 

The cart is an adaptation of an 
arcade monster first unleashed by 
Will iams E lectronics, a co mpany until 
then best known for its pin ball 
machines. Defender strolled into the 
arcades during the Christmas of 1980 
and revolutionised coin- op warfare 
overnight. It was the first gamn i o hi be 
back! The ferocious attack of Baiters 
and Swarmers made the old plodding 
menace of Invaders seem positively 
homely. Arcades had suddenly 
become grim-faced arenas of merciless 
gawping at those slick wristed 
Defender wizards who stood night 
after night happily enveloped in a 
dazzling display of pixels. I was jeal- 
ous! J had no idea what was going on r 
The sheer speed of the thing was 
overwhelming. 



Fearsome Nature 



Defender is an extremely complex 
game to master. The cast is without 
exception the most malevolent ever 
assembled on a single video screen. 
But when Atari announced their 
acquisition of the title for the humble 
VCS t I fairly groan ed at the prospect I 



No.l 

DEFENDER 



mean, there was NOWAYsuch a killer 
m achine coul d be era mm ed in to a cart. 
Was there? 

Thankfully 1 was wrong. Not only 
did they cram it in, they produced a 
game with almost identical play to the 
original! Atari programmer Bob 
Polaro achieved a minor miracle by 
reducing 26 kilobytes of 5 button 1 
joystick mayhem into the heart of a 
Fortg'Bized cartridge. Indeed, 
Defender is — I guess — the single 
most successful conversion in the 
entire 2600 library. A bona-fide 
classic. 



Armageddon 



Earth is under attack. Hostile 
aliens, ironically attracted by a 
'friendship' signal beamed by us into 
deep space, are descending in waves. 
Civilisation is being razed to the 
ground. It T s like some George Pal 
movie come to life. Only you, in the 
cockpit of the Universal Space Ship 
Defender , remain as the last line of 
defence. Did I say defence? Wishful 
thin king. Those om inou a b lips on you r 
scanner herald Armageddon. With a 
defiant sigh your ship accelerates 
across the horizon. It's time for 
action . . . 

Defender's inherent challenge lies 
in its cast. The aliens come in six 
shapes; Bombers, Baiters, Landers, 
Mutants, Pods and Swarmers, 
Bombers are the quiet types and cause 
the least of problems. They tend to 
drift quietly down the screen and are 
quickly picked off. Baiters are just the 
opposite. Their undramatic appear- 
ance belies a fearsome nature. They'll 
hunt you dogmatically until either 
they wipe you or you w ipe them. Their 
attack is Both relentless and deadly. 
Th ey al so m an age to d is tract you from 
the activities of the Landers, whose 
main aim is to kidnap the Humanoids 
who live in the city below. Once kid- 
napped a Humanoid will be trans- 
formed into a hideous mutant! Should 
the Landers abduct all 5 humanoids 
then you're in DEEP trouble, as the 
earth is destroyed in an apocalyptic 
mutant takeover. 

Obviously your prime concern 
throughout the game must be to pro- 
tect the h u m anoidsand prevent s uch a 
catastrophe from happening. Pods are 
considerably less fearsome; they just 
float around the screen in a tempting 
manner. However, should you suc- 
cumb and blast one it'll erupt into a 
fistful of heart see king Swarmers! By 
way of defence you have only lasers 
and smart bombs. Defenders no game 
for cissies. 

OK, now that you 're fully briefed it T s 
time to shake some action. Screens 1 
and 2 are regulation shont-'em-ups. 



The aliens have yet to pile on am 
pressure and neat flying will enabffi 
you to crank up a respectable score 
Remember to kneok out the lone 
Bomber immediately as this elimi- 
nates any possibility of an accidental 
collision (very humiliating) and watel 
out for descending Landers. On the 
lower levels they in o ve a t an u n h urried 
pace and so are easily shadowed. Let 
the Landers abduct the Humanoids 
and then — as they ascend the screen 
for home — blast 'em. You'll be able ta 
catch th e fallingbume and clai m 1,00a 
points per hit. Make the most of this 
strategy here, though, as it becomes 
impossible on later screens. 

Prom screen three onwards 
Defender begins to play tough, Land- 
ers move about the screen wi th u ncom^ 
fort abl e s peed an d the Bai ters begin to 
get ratty. Me, I always begin by smart- 
bombing the two pods. It's possible to 
catch both with one hit and this saves; 
the hassle of outflyi ng Sw armer s late 
on Never — ever — skimp o n the sm art] 
bombs. They're easily replaced anq 
only foolish (or brilliant) pilots store- 
them, Just let the suckers fly. Asj 
before, your main aim is to protectthe 
Humanoids. As soon as you hear the 
garbled cry of a hume being kidnapped 
check out the scanner and "move. Only, 
having shot the Lander and caught 
the hume, don't bother to put him 
down. As long as you've a Humanoid 
chngmg to your belly the population 
will be safe. The other Landers won't 
try to kidnap anyone else. 



Nerve-racking 



A peal of VCS thunder heralds the 
Mutant takeover of Earth , This terri- 
ble event occurs the moment those j 
filthy Landers succeed in abducting 
your entire population. The city is 
vaporised in a cheapo flash and 
swarms of crimson Mutants loom on 
the horizon. This is no time to panic as 
you'll need to survive 4 screens of 
M utant Hell before Earth is restored (a 
miraculous occurrence, I'm sure you II 
agree). The cart thoughtfully provides 
Mutant training missions which'll 
help you practise for this nerve- 
racking occurrence. Once again work 
carefully with your scanner and keep 
on the move. Remember that a sudden 
change in direction will confuse the 
scraggy beasts and so allow you time 
to line up a healthy salvo of laser fire, j 
And, of course, if things get too hot you j 
can always hypers pace away. (The 
wimp's way out.) 

And so goes it goes. The ultimate J 
challenge. The appeal of Atari j 
Defender clearly goes far beyond that j 
of lesser shoot- 'em- ups. In fact, the j 
complexities of the onscreen action ! 
can so absorb the player that it almost j 
becomes an intimate experience. Onlyl 
try and express that excitement to those I 
in the outside world and they'll think j 
you>e nuts. It's the first true classic of 1 
the video era. And the only cart guar- 1 
anteed to make your feet sweat. 

Play it in clean socks, 

STEVE K EATON I 



ATARI VCS OWNERS 

LOOK AT THESE PRICES! 

WE STOCK A RANGE OF OVER 200 VCS CARTRIDGES 

AND 90 OF THEM ARE UNDER £10 - SEND FOR FREE CATALOGUE 



aver 5 years and with a turner of El. 5m and over 35 staff, we are able to make bulk purchases al lower prices than many of our competitors We olfer a 4fl hou, 
delivery service on all soflware and Pelage and Pacing is totally tree of charge Should you wisn 10 obtain further details On our extensive cartridge ranqe we 
have a 32 page illustrated calakique available Free of charge We are currently runnrng a 'buy one get bnfc iree" offer on many of |he Aclivisiori CBS and Parker 
cartridges AH offers are subject to availabilrjy and full details can be found in our catalogue, so send for your copy now it is our aim io never be knowingly 
undersold, we will normally match a compeMorg pnee providing Itiey actually have th* goods in stocK. Silica Shop runs an Independent Alan VCS owners dub 
wrth regular mailings to over 35,000 members These mailings include detailed game reviews on ihe extensive range of Atan and third party cartridge releases So 
complete the coupon below and send us your offer-. Or your requesl for a FREE copy of our catalogue and we will add your name la our Atari VCS mailing hs| 

E.T. £4.95 ★ MISSILE COMMAND £7.95 

RAIDERS OF THE LOST ARK £8.95 

And that's not all - look at the list below and see our other offers: 

£4.95 £7.95 £9.95 £9.95 £14.95 £22.95 £27.95 £27.95 



E.T 



£5.95 



KabMirtl 
Laser Blast 

Skiing 
Stampede 

Tennis 

£6.95 



Air Sh Battle 
aarmslrjrminp 
Brain Games 
Br dp 
Challenge Nexar 
Chopper Cuninnid 
Demons lo Diam 
Grand Prijr 
Ice Hwkflv 
Maze Cnze 
Nigirt Driver 
Starimstn 
Warlords 

£7.95 



Advcnlure 
Breakout 
Kan med Mouse 



Missile nnmmair/ 
Pinball [Virj*o] 

Soccer 
Yars Revenge 

£8.95 



China; Syndrome 
Gangster Alley 
Masier Builder 
Plane! Patrol 

Raiders LoSl Ark 
Tape Worm 

£9.95 



3D Tic Tac Toe 
Asteroids 
Aslro AMack 
Hasketbalr 
lattlejone. 
Berzerk 
Blank Hnie 
Bawling 
Capture 
Casino 
Checkers [VirJeol 
Chess |Video] 

Circus 
C*m ft/breaker 
Com nun Mutants 

Dndge'Em 
Dragonstomner 
Dream F I i rjtit 



Escape Nlindmstr 
Felix Return 

Fireball 
Fire Fighter 

Forrest 
Frngger |c| 
Galactic 
Galaxian 
Gull 
Ground Zero 
1 1 id v 500 
Killer SattetJtes 
Labyrinth 
Mafia 
Magic Puzzle 
Miniature GoEl 
Miiaile War 
Ms Pa em an 
Olympics. (Videnf 
Dlhtlh) 
Outlaw 
Dwerkill 
Pic Kong 
Pariv Mix 
Phnenix 
Rabbit Transit 
Sea Masier 
Skin Diver 
Sky Diver 
Sky Scraper 
Space Eagle 
Space Raider 



Space Robot 
Spaice War 
Squirrel & Snail 

Slar Raiders 
Suicide Miss inn 
Super Breakout 

Superman 
Survival Island 
Sword ol Sams 
Time Fftachinfl 
Time Hann 
Torn Bov 
Trick ShDl 

£13.95 



Combat 
Malh Cran Prrx 
Missile Control 
Surfers Paradise 

£14.95 



All a litis 
Commando Attack 
Cosmic Ark 
Benton Attack 
Dragonfire 
Egpmafllai 
Fathom 
fiophr 
Infernat Tower 
Lost Lugpgo 
Ni: Escape 



Octopus 
PiCfliC 
Hacquelball 
Riddle ot Sphinx 
Solar Storm 

£18.95 



Alpha Seam 
Backgammon 
Big Birds Egg Ctch 
Cookie Monster 

Deiender 
Football |Realsirt| 
Sriuuuy-'Heri Baron 
Sorcerers Aopren 
Tennis I Reals pis) 
Volleyball [R/spt| 

£19.00 



Supercharger 

£1 9.95 



Jawbreaker 
King Kong 
Marauder 

Miner ?G49er 
Polaris 
Sky Jinks 
Springer 
Threshold 



Demolition Hcrby 
Jungle Hunt 
Kangaroo 
Ham It 
Shark AttM 
Space invaders 
Stargunner 
Vanguard 

£24.95 



Fast Food 

£25.95 



Later Gales 
Moonsweeper 

£27.95 



ACTIYISION 
BUY' ONE 
GET OWE*' FREE 
Decathlon" 
Enduro* 
Keystone Kapers" 
Meg a mania" 
Dink*" 
Pillall* 
Plague Attack" 
River Raid' 
Robol Tank* 
Sea quest* * 
Spider fighter'* 



C.B.S. 
BUt AMY TITLE 
GfT OHE*" FFiFi 

Carnival" 
Donkey Kong" 
Donkey Kong Jnr" 
Gorf" 
Mousetrap 
Mr Do 
Smurf" 
Solar Fci" 
Time Pilot 
Ventura" 
Wizard of Wor" 
Zaxxnn 

£27.95 



PARKER 
BUY ArJY TITLf 
GET ONE" FREE 

Action Force*' 

Amldar" 
Empire Slrks Back 

Frcgger 
Jem' Arena*' 

Reactor* - 
Sky Skipper" 
Spiff ermin" 



RECENT RELEASES 
BUY GNE GET 

DUE FREE OFFERS 
DO NOT APPLY 

TO THIS SECTION 

Centipede 
Crystal Caslles 
Big Dug 
Fro&lbile 
H.E.R.D. 
Mario Brothers 
Millipede 
Moon Patrol 
Pac<Man 
Pengi 
Pitfall II 
Pole Position 
Space Shuttle 

£29.95 



PARKER 
BUY ONE AND 
GET JOT" FflEE 
CARTRIDGE 
FROM £27,95 
SECTION ON LEFT 

Death Star Battle 
Popeye 
Super Cobra 
Tutaiikham 
Q'Berl 



SILICA SHOP LIMITED, Dept BIGK 0584, 1-4 The Mews, Hatherley Road. 
Sidcup, Kent, DA14 4DX Telephone: 01-309 1111 or 01-301 1111 



ORDER FORM: 

□ Please send me a copy of your VCS catalogue 

□ I already own an Alari VCS console 

□ I am considering purchasing an Atari VCS console 

ADDRESS: 



Mr /Mrs /Miss - 
Addre&s: 



Postcode: 



To: SILICA SHOP LTD.. Dept BfcGK a£B4. 1-4 The Mews. Hatherley Road. 
Sid-cup, Kent. DA14 4DX Tel: 01 309 1111 or 01 301 1111 

i i Please send me the following goods: 



□ 



QTY 


TITLE 


£ 































I enclose a Cheque/P.O. payable to Sifrca Shop Ltd. 

□ CREDIT CARD - Please debit my Access r'Barciaycard/ 
Visa/American Express/Diners Club Card 

Card Number: 



i 
i 
■ 

i 

i 





for COMMODORE 64 




10 DIM AX < 5 >,B5US },[]■/. (4, 2> , TX < 9> 

20 GOGUB 2400; FOR 1=1 TO 2000 ; NEXT 
30 PRINT" [CLEAR, D0WN3 J 

YOUR PISCES ARE DENOTED BY V ? 
40 PRINT "[RIGHT3D THE COMPUrFR 7 S fc *Y ?y 
- 

50 PRINT"! DOWN} TO CONVERT A PIECE TO 

VGUR SYHSCIL YOU 
60 PRINT " [ RIGHT3 ]MUST TRAP IT-HfjftJZON 

TALLY, VERTICALLY"; 
70 PRINT 1 ' OR DIAGONALLY - BETWEEN TWO 

BO pffl^Tn DOWND MOVES ARE ENTERED AS R 

□W, COLUMN - E.G. 
90 PR INT " I R EGHT3 IF 5, C 8 FTC. TO DEJ 

ETE THE FIRST 
100 PRINT " CRIGHT3 J CHARACTER 

PRESS THE ' DEL' KEY. 
UO PRINT" I DOWN J the: WINNER IS THE ONE 

WITH THE LARGEST 
120 PR INT 11 [ R I GHT J I RESULTANT NUMBER OF 

PIECES. 

130 PRINT" £ DOWN J I F YQU CANNOT MOVE - 

TYPE 'O'." 
140 PR I NT " C DOWN 2 IF YOlj CANNOT MOVE - 

type »:#r. 



I?® PftIWT"[ftlGHT3^-0R PLAY INS LEVEL - 
TYPE 'L j . 

I g$. PRINTS DOWN 1 STRIKE ANY KEY TO ST A 
RT 

170 UET Aits IF At- 11 "THEN 170 
160 J3DSUB 2400 : PR I NT " t DOWN 3 , RIGKT4 ] 
[D0WN1 T LEy£L ° h CQMPLE XJ T V DO YOU 

1*0 PRINT SPC<9)-'WISH TO PLAY ft, 2 
3) ?" ? ' 5 

200 GET Y* i N-RNt) f 1 ) : IF Y*< 1 '1"0R Y*>"3 

11 THEN 200 
210 C9-VAL<Y<*) ; PRINT" f. CLEAR .1 " - 

220 B^-ABBCDEFGCJL" 
230 W$-" » 

240 X-0: Y-0: A^Os I--0 : J -OrH-OsHl-n 

250 KO-0rKl™l :K2-2: KB^B 

260 XS-" B V "iV^-CHUME.DOWN.RIOHIST- 

2 70 BEF FW A ( 3 J = I NT t 5*RND ( 1 > > + i 

280 M3-0: Ct=0: CO-1 : RESTORE 

290 FOR l = l TO & : FOR J==l i q e 

: r/.a t J J t READ hl( I, J) iT'/.U,J)-0 

? NEXT; NEXT 

300 ^j(:4 p 4>K):Z%(4,si-i:zX(5,4>.-l 
310 K-l 



320 FUR 10 J. : FUR J=-l TO .1 

330 IF I-KO THEN IF J^KO THEN 350 
340 UV. i K , 1 ) - 1 : 07. £ K , 2 ) = J : K*4<* 1 
3 SO NEXT: NEXT 

360 Drtl A 1 OOO , 2 . 5 , t O , 10, 1 0 , 1 O 1 2 - % i 060 
370 DATA 2.5, .001, . 11, . 1, . 1, . 11, .001, 
2.5 

3B0 DATA 10,.ll,l.l,l,l,l..J|ilM<l 
390 DATA ICS - 1* t:'i 1* 1 , I, . 3 f ly 
400 DAT A 1 0 , . \ , 1 , 1 , 1 j 1 , > t , 10 
410 DATA 10, . 11 , 1 , 1 , 1 B 1 „ U 1 ( . 1 1 , 10 
420 DATA 2.5, .001, . 11, . 1, . i , . 1 J. . ,001, 
2 . 5 

430 DATA 1000, 2, 5, 10, 10, 10* 10- 2. 5, 1000 
440 FGR 1=3 TG 6: F-GR TO 6 

: t$ < I , J > =Ki : Next : NE XT 
450 P-0:i^l 

460 eqsbs 910 

470 PRINT V*; 

480 IF" FN A (2) -2 THEN 510 
490 PRINT "MY MOVE K 1 Fc&T " 
500 M»2;6f)T0 1610 

510 PR I NT "YOU HAVE THE! FIRGT MOVE 
520 H*l; PRINT V* , 11 L YOUR MGV£ 

US} "r.UP,RVBJ ERVOFF, LEF'Tl" ; 
530 GET Aih: IF A!JK"A"OR A*> "H"THEN IF 

A*< > " 0 rt AND A$K £ " L M THEN 530 
540 RRINT A*;" ";:FOR 1-1 TG 10 

:IF A*-~MI D£ ( 8$ , I , I) THEN A- 1 
550 NEXT: IF A =9 THEN 600 
560 IF A=10 THEN PRINT" [ H0ME1 " ; W V W*- 

V*; "LEVEL ":C9: GOTO 520 
570 PRINT " CRVS3 3 CRVGFF, LEF'Tl " ; : GET k$ 

: IF A4>"0"AMD At< "9 "TH£|M PRINT A*; 
: K=VAL (At? : GOTO 600 
5B0 IF PEEK (515 > -65 THEM 520 
590 GOTO 570 

600 PRINT 11 LHGlif: 1 " ; W*; ; 
fetlb IF A09 THEN 650 
620 M3= 1 : M4= 1 : C<=G! : D=P s JS-0 : N^O : E=0 
:PRINT "CHECKING" iGOTO J 670 



630 IF G-0 THEN M4-0: GGTG 1610 

640 PRINT V*; "STOP CHEATING • VULI CAM 

MOVE " : GGTG 520 
650 IF Z7.(A,B>=2 THEN 6D0 
660 PR 1 NT " t HONE , DOWN] THAT BDLIARE IS □ 

CCUPIED, PLEASE TRY AGAIN"? 
670 GQTG 520 

680 [>0s D-PsM3-0: N4=^0: X9-86 

690 H=K0:H1-K0: T-0 

700 FOR E=K1 TO K8 

710 M1-U7. t£ 9 K\) :N1=U'/- (E,K2) 

720 IF M< >K0 THEN J"/. < A+M 1 „ RHN 1 ) : =K 1 

730 X--A:Y-& 

740 Y~y. h M 1 : Y~V+N1 

750 IF X^Kl OR X>K8 OR Y<K1 OR Y>K8 T 

HEN 850 
760 IF Z7p(X,Y)~K2 TH£i>f 850 
770 IF ZV.<X 1 Y)=D THEN 740 
700 X= : X—Ml i Y-Y-Nl 
790 IF X=--A AND Y^P THEN 8SS0 
f>00 H»H+K 1 : H I :=Fi t+W i£X t Y) 
Bt'O IF X-l OR X-8 OR Y=l GR Y=G THEM 

T=l 

820 IF M^KO THEN 780 
930 (30 SUB 2370 
a 40 TXIX , Yi=C:GDTG 7£tu 
S5':> NEXT 

860 IF M=0 ThIEiN RETURN 

870 IF H; 0 THEN Z H /1 ( A, 8 ) =^C: X^^l : tf=B 

; GjOIsUB S370;8GfG 1 120 
8B0 F^RINT V*^ 11 TUPTTHAT MOVE DDES NOT 

CAPTURE ANY"; 
890 PRINT" OF MV PIECES 
900 GOTO 520 
910 PRINT Vifc; "LDGWM2T 1 

5 6 7 f3" 
920 PRINT" CRJGHT4 ; " " 
930 FOR E-^l TG 7rPR.lhlT" 
940 F^RINT" J)" 
950 FOR I==fTG G 
960 PR I NT 11 " ; MI D$ (B* , 1 , 1 ) ! 



■ 3 



111 ; iNEXT 




u=z>: ( }. , j i -hj 

PR INI " ] H li ;.MID'MX*,U, 1> ; 



990 

1000 NEXT 

1.0-10 PR INT " L ";MU>* f 1^ 1,1) 
1020 RRIMT"[R1 
LNI ""|" ; 

1040 1 1 1 lAT'rVlEN: PRIN'I "ft."; 
FUR E—l TO 7 
PRINT 



I ^ *THEM 



PR 



0 



$060, 
10 7O 

i oq6 



1 TD 

We ^ r 

: GOTO 1100 
1090 PRINT" J^' 



1 LOO 
Ul" 

1 120 
1 1,3 Q 
i 1 4 0 
1 150 



NOT 
PRINT" LRlt;i 



PR I MI " 



1 1 



w u M 



4 



6 7 B": Rl" I URN 
U- F1^60 TFIFN 2060 
IF W9 72 AND AMD M--2 1 URN 



1490 



I 160 

I I 70 

ft 

1 1 £3(1* 
1 1 90 
1200 

122o 

1230 
1 7 4 
12S0 

1 2 ?£t 

1290 

1 30U 

1 3 1 0 

1 TXO 
13 50 
i : > 

i is.® 

1 360 
1370 
3 "GO 
13#Q 
1400 
1 4 1 0 
1470 

1 4 :.m 
1#4 o 
1 1SO 
146o 
1 470 
1480 
1490 
-I 

joi o 



IF C9<3 'I HEN 1.4 70 

Ir W9:;<?99 THEN CC-CLM;^<IX T D-k 

t:o:.c,2>=d 

JR L"jC::0 !HEN 147 0 
£0R ,T-0 td CO 
A^DjU&j 1. > s B-C7. ( J , 2) ! 
IF Pmi ahd b-i TTIRN 
THEN 
B^l TFlL-M 
6*$ THEM 



IF 
IF : 
IF 
N ■ 
IF 
FOR 



A-l and 
AHD 
i'V H AND 

ooo 1 : a f 

tHM.^-T THEN 
l=fr TO 6 



W f 2 , 7)=-W 
W ( 7, S > -W 
W.'< 7j 7>--W 
£%(0 ? B)«0 THEM N:r i Or;. 
1370- 



IF ZV. (A, I ' • .HJ 
W :A, I -I K 1 J 
NEXT I 

IF A-U >0 1 HEN 
FOR I -A Tu 6 
IF 238 £ I „ KO ■■: 7R 
L.O S*W 



1 HEN 1310 



1420 



7 HEM t46C 



W ( I f-J 
NEXT I 
GO TO I A 60 

FOR L^=B TO 3 STEr-1 

IF 234 l>< 'I HE.N 1 :U0 

W A , 1 - 1 > -L j J 

NEXT I 

GO TO ] S I 0 

FGR l=?A TO 7. 

IF 7^(I,i:0< >G THEM 1460 

NEX7 I 
NIL XI L l 

IF FK>2 JHEN 1610 
ROIlr : : ,70 

W-.5:Mi=KiJsNl-K0: H- A-M I HEN Ml 

;i 

IF A - KG I'HLN M I-- 1 
IF B-KT THEN Nl-1 




1520 IF R - I !■ I I II i 1 Nl — 1 

i-$3€! "JF lTfE'N Ml — 1 

lL>4u ti" Hi -0 AND Nl-0 i HEN 51^ r 

I^i50 IF OH A-7 GR B-2 OR B-7 THEN 

1530 
1!.:,-jO J I NI -0 

!W(I.,B! =N 
1570 IF Ml ~0 

: W : A , 1 j 
1^00 W=.001 



AND 09-3 THEN l^AH-IJ 
W!1,UM )^W;W< ]. . p- 1 ,' -N 
^iMU L; 1 . 1 -". FHEFJ I-R+HI 
W<A-f 1 „ I > =*W: N O-V-J , * > N 
W ( 2 „ ^ ) : W F7 % 7 ) :-^W ffc? ) «W 



; t'H 7< 2) =W: U|*= ,01 : Wl« . 0 1 1 

: LF C9-: 2 THEM ^20 
1S90 IF Ml^'^O THEN 2250 
3 600 JF Ml .rj u-iEN 231i.) 
tMO 1 1- EV -. 1Mb N UiitO 
1 620 . 0< *Q «i ; 3 1- Z S ( h; 2 , F 2 ) « 1 A l'-| J » 

1 J =2 THEM W <3, 1 ) -N : N «. 7 „ I / 

z W ( 1 ,7) -=N : W ? 1 . 3> -N 



'■■ < i , 



16 30 IF 
1 > -2 



(7,2)^1 r-i Nl? t%iU 



THEM Wt/ 



:W<£j2) :: = N 
164 0 IF' 

a ma ,6) *t*i 
1650 IF Z7. C2, 
£0'~ ; 7 THEM 



7:0 



W ( a , 

2!7.(7,7)^-l AND Z"i(e, 
T HEN W( :\H)-W: W<6,«)-W 
W U3 a 7> -W 
7>-l AMD 7:i( r". 
W (2, 0) : N < > -N 
S W < 4 p i)"-W:Wtl. 7)-W 
1 660 X9-1 07 s hF-O : B«0 s LT- F' : : 

? F'RIN T V*; "NV MOVE 11 jj 
16/0 FOR I^Kl T43 lOif 
FOR J-!-;i | u KTl 
1600 IF TX C I , J ) < ;:|a 1 1-fE' h-l 1S30 
1/00 .IF ZV. 1 1 , J } ■■: ::K2 1 HEN 187;0 
1 /10 A-.l : R-J 
1720 OUSUD 690 

1730 IF 7>1 AMD W ( I , J i , 999 |f«.M 

J MO H1-|-|1*N(1, J) 

J H==H*N C J . J > 

1 tm IF 111 OH "I HEN Fl-Hl 

J 7?0 F I" N , S TI-niN lf.^30 

1/aO IF H=G THEN iriio 

1 790 AM < K t ) « I : BT: <K1) «J s K-H.J s G = 1 1 

1000 EUI CI HT30 

1810 IF G-KO IHIlM IGJu 

1 820 h:.--l - M7i : A'X < R > - T ; B'A 0:0 

1830 NEXTiNEJTI 

IF H4==l THLN 630 
185o M^^KO 

1B60 I F e>kG THEN 191u 

ta^o N7=i 

laac PRINT y*; 11 J CANNOT GO" 
1890 IF* 113-1 THEN lo&O 
1900 GOTO 520 
IVlo I -|"N A(hj 

1 920 A^AX ( I . > : EM*j$& < I ) : fH -R. 1 : HG^UI-i ^ I 
1 730 IP C9<2 THEN 2^4- 
1940 IF W (A, t) > : 7 l IR N (A, 

B> >90 OR HI :-=].0 I J IF hi 70 *| v 
If^O IF GR A^j I HI::M I.VIJU 

i*?$:0 if Z7.^vi-i .Hijir.y or zz«a-j, 

£«)'0 THEN 2000 
19. Tf i GOTO 20^10 

19S0 IF ZXtHnB+A) =1^ GR ZV.CA, 

1 j^fi! TFiEM 2000 
.1990 GO'! U 70 '1 <) 

2O00 IF UJO'^fcO^.2.5 FRF N m^M^^t 

:CiGTO 2020 
2M10 N ifoi B > 02 
202" 1 I- K^l THEN J U-i'.j 
2030 ^(H^UOiBZil) =tCCCr ■ :F--F ~1 

: GOTO 1910 
2040 PRINT 11 IE 11 ► M I D* \ M .. r i , 1) : P 
2o^0 M=7:G0T0 69o 

Continued on page 54 










Trade Enquiries: 

0727 34351 

Websters 
0433 62222 

Trger 

051 420G888 
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0689 73141 
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mEGfl 



3-Dimensional arcade strategy 
on the 48K Spectrum - £6.95 

Compatible with Kempston, Protek/AGF, 
and Interface 2 joystick types. 





Hum 



D 




^ T -k-n-heu w»tb 

Jt al Ss name of <*J ivil tf from 

mooter mainfr^ sU l t w*^ 
;iOOK Ca ve, and W» gince 

U Crowed «£4S3»|** 
then J^fd ve oture to i F" pU ter 

Sloping f° rm n °te who you 
fantasy J» u w , a n and * 

want, ^S^iity^JS. 
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n^PfiXJll 7TW, u;fco'* 
playing the darn things with an 
obsessiveness that borders on the 
insane — c?i w since he urns a little 
bitty hack — girds up his loins, 
dons his trusty sword Cashurna 
(geddil ?) and introduces us to this 
wide and wonderful world , 







tionable. at the 

tVie caineplai!- 1 J w ;u be 







1**. If K 



#1 " V 





(miiKUY GULCH 
V,.,\ a PPS Associates) 

>'t»ur oarrin J~ j ■ yt3U and 
dun' Jus. ,rL dlScover th «t 



i 



T 



SmW *>P U * U "thrill and 
ton a J ■ - 



THE DREAIJED mind- 
bender can take many 
forms: It could be an micros- 
sable chasm or an indefatig- 
able Dragon; an unpassable 
giant or even an irate Hlaek 
Pudding It could be any one 
of many diabolical develop- 
ments that forces you to 
g r as p you r hair a n d groa n in 
despair. Perhaps you're 
incarcerated in some 
ghastly Goblin's dungeon 
and can't get out? If so then 
join the dub. The Adven- 
turers Club The cult of the 



COMPUTER 
ADVENTURE 



confused and slightly 
insane. 

Its members are easily 
id entified. Th ey ' ve w i thered 
from late night explotation, 
and have a disconcerting 
ha bit o f breakin g off conver- 
sations <md declaring some- 
thing inane like: 'The 
cheese 1 1 can divert its atten- 
tion with the cheese! at for no 
apparent reason. They're a 
curious band. And rather 
disturbingly . . . they're 
growing! 

The adventure is fast 
becoming an essential 
ingredient in the mieroga- 
mester'sdiet. More substan- 
tial than the average arcade 
test, it'll tax and infuriate 
you , challengi ngyourimag- 
i nation like few things have 
ever done before. And, as 
you might imagine, it could 
well drive you nuts. 

Needing" several weeks to 
digest, a full-blown adven- 
ture will transport a player 
to a n alternate reality where 
only lateral thought and a 
trusty blade will guarantee 
survival. It's a whole differ- 
ent hall game from Invader 
slaying. 

Convention w T ould almost 
.certainly set an adventure 






in some sub Gary (j 
Ztan^epfts afic/ Dragons see 
nana, peopled with ores and 
other 'errors; however, 
great variety of locale is 
available. There's nothing 
to stop you loading up an 
adventure in the Wild West, 
Or on a hostile alien world or 
even on e within th e con fi n es 
of Number Ten. The choice 
is both bizarre and huge. 
Newcomers to the club are 
qui to likely to feel swamped 
by choice. 

One's first adventure is 
always a memorable expe- 
rience. The thrill of theques t 




xygax J | f 



Quieksilva). It's a classi- 
cally styled text adventure 
that pits you against Zom- 
bies, Ores, Goblins and 
sundry in a chilling search 
To r the Black Wi zard Vel nor. 

It seems the old goat has 
taken refuge within the 
Goblin Labyrinth of Mount 
Elk and is about to realise 
his one great ambition, to 
become a true demon on 
Earth, Naturally this 
causes much consternation 
amongst decent thinking 
folks. Only you can thwart 



of 'em. Naturally wishing to 
emulate my own physicafn^H fl|fV 

prowess and stature 1 
played the game as the 
latter. The adventure 
wonderfully scripted and 
delightfully friendly, which 
makes it an ideal initiation 
for the newcomer. And while 
not being exceptionally dif- 
ficult it does possess a 
number of those infuriating 
mind benders. The toughest 
of which is without doubt 
the crocodile infested river. 



THE LAST FRO 



setting the scene for your 
subsequent mental collapse. 
It's most important not to 
get lumbered with a duffer 
on your first outing, it could 
scar you for life. A personal 
favourite of mine is VEL- 
NOK'S LAIR {which runs 
on a 4BK Spectrum from 



his plan and save mankind! 
It's a marvellous Sword and 
Sorcery romp with a wry 
sense of humour. 

The game allows you the 
choice of a character. You 
can play a priest or a wizard 
— both of which have spells 
at their command — or a 
>rawny barbarian, who, 
'hile being shortchanged 
Ln the smarts department, 
'■hi: slu^ i: out with the he.st 



It's giving nothing away to 
say that the log-like fiends! 
ha ve got to be fed i n order for 
you to pass. Rut with what? I 
spent bloody ages puzzling 
over it. 

Having found both apples 
and flour I concluded that 
the only solution was to 
bake the ravenous reptiles 
an apple pie! Needless to say 
this was way off beam, Thei 
culinary bent was of a fa 

Continued &n page 54 




W«!y s S*n°s in this 



ttets 



L 1^ 



predictable! 



SS^»P^ of 
•sflwatK ^f^ ons the 



(Artie Computing) 

lDoW " fi lce "io«- y° u i 
p ,s8Mice mi enemy 

mus t P^ty* 8 !™ a vain. 
strongh° ld * stet y 



I a *J'C i l ace "*« a/ 



&Wm. Wilfl h ™* I by nanie o |^ 

af ien rf a » ay to fe ave 
funded f 0fe ™r ? n yo « *>* 
"°taj 0ne , ? rep6r ^ps VOuare 



1 rem alien city adufinti^t 

3 REM Steve Craddof R 

3 REM & SCEIRDH 193 A 

* REM chacfc spaces when enter 
i any testt ind ■ l*o for "'" 

9 ftEM iflcatl&ns 
ID DIM a« f 13, 0) : FOR a =4 TO 13 
: R£RO a* (ft) , NEXT A 

., £RTR "sinister", | UiK" j 

»!2t b i¥?. A A°"' d * r *" ' " ' reeling - 
f torch u t". "spa clout h /'vet .dint 
_ A 3 r ¥ en * f h , * "reJ-hued " , " tawe lj * 
• i'-iundby", "te leper f 

29 t?EM directions 
™S£ P IN ts 17 ' 51 - FOR *»l TO 7. 
RERD fctffl): NEXT « 

_4e DflTfi "Ou t " , "up ■■ , "down - , *■ we*. 

1 is'SlA JbllEtS "'■' ,c,ult> ' 

h -, fl P. 0flTfi "guard 1 , "eye lops', "iig 
ri £ "transaat " , "bag of canvas" 1 , "t 
iff!! .iLf \i n",-v±(jeo ufiit'.-di 
Si*-* A watch'-, "a* rdver* ', "can & r 
cost 

f- ^H? 9 ?' goltr,"iey ef bronz 
" ^?i!!J f bon** , "brof.ar* video 
Ti * bi it e d watch", "heap of bones 

/ fiipty can", "ivet t wrapper" 
£s REM description* 
„ e g H gi rt J ^T f 15 ' 35J ■ FOR a -l TO 4 

3: SERD d*£aj : NEXT a 

90 DRTr -a dart lunr>eL, stretg 
hina it)a Bf « ( «i pass between high 
^ II? 55 J » c r * 9 f ' " ' dusly trai L,u 
ading to i ttFid/'/ thja dust un 

l i™££ d * ror yeafi '/ rootpfints 
> ssmcriB a been herpj '/suiagl 

E CYCLOPS J , ,J a narrow path over 

a sheer drop , - f "an unused area, 
thicR m cobBiibs/'/'fln eerie aio 
w f roff the next rooi"/'i aessaoe 
: KILROY UR5 MERE J h " , "an aropd 
guard at the exit." 

105 drtr "a transtaat device ope 
rating htrc" , "io»i rickem-tooti 
ng iUir» here 1 , "a aeact- Lpf r, i ng 
Cyclops here." * 

IBS REM je m cotprends pas 

HQ dim ekiB.sa) i for hi to & 

hsrd e|(ai : next a 

460 DflTR "J tag your pardon-?"," 
What rhe you I a I A I n g abovt?" ,"i 
dbn't understand what you oean" 
■■uhaf? sorry, I don't Knov that. 

t x can't Date any sense of thi 

s il& Ite" 1 10 tfil thBt again?" 

3 a -J ft em set yp colours 

13S DIM p (13) ; FDR a= i TO 13; R 
EFH? p Ha* ; NEXT a 

J-35 DRTR B,l,B,B,B # lS,&,l,4.,3^e}, 

14B DIM iflSj.- FOR 9^1 TO 13 R 
ERD i is) i NEtfT B 

a i*5 OftTfi 7> 7 < l,*,l J 3 / 0, S| B,fl,3 ( 
1*3 rem verbs 

*££r,S IM ^*,. {£?3 ' 3J ■ F °R B = l TO S3 
■ ,fl B S ffl) ' NEXT a 

at" -i,,-^ i f H n " f" tal " ' 

"(■■r a ;^"gir!",i;^ s £iL 

1^1 RERD bf POKE U<o "a J, *» k 

§|RD b: ROKE USR -t 
t?? ™KE L|SR "c- b 



J^f SESS ^ : POKE USR -e-tajb 



IT? RERD b r POKE U5R "q"+* k 

i?5 515? S r P0KC uIr 



ter 



23 




iee exttr 

131 DATA 

183 DRTR 5,64-, 14G, IS, 1E-, 16,60,2 



This superb adventure has a randomised 
structure xha t g i ve s yo u a d if fere nt ga m e ea eh 
time you play. It also means you can collect 
almost as many items as you can find, in an 
infinite number of moms, Needless to say, 
some may be of more use than others. 

The game includes a replay option , instruc- 
tions, on-screen score and hi-score, plus a 
graphic visual of your current location. The 
uacabulary is reasonably comprehensive for 
the size of the program and a variety of 
responses are catered for, So investigate 
while you e xpl ore — a nd if you get rie s pe r a le , 
try typing HELP. 



7 , 15fl,32 ,3,167; 139 , T£ 



3 I 



ID PHINT "JiCLif « 
It O Vl £ 4 i & b U i l d 



tli Vltjad by tot 
the Ecore up ±i 



i. L r j 



tn a .x J in l 1 ^ 



PRIHF IMH, B; ■■ I ' r 
you?" 

Pt IF LEN P*jl1fl 
LET Pt^ -, 5unih 



7 j 1&2, 164, 65,36,72* US 

s^Ee^aB^i^OjtB, 14+ 



3.B3 DRTR 

1B4 DRTR 
195 DRTR 

iae data 

15 

167 DHTR 

*,30 

189 fiErt £6t u-p arrays etc 

190 &IH 14 13ft): POKE 23EC9 r i.O.' 
ker hi5CO«Q : &Ef FN j (sJnINT t PN 

but 41 

139 RFh! inlroriint icn 

S&0 BORDER 1; PRPER 1: GL5 : IN 
K 5 PRINT INK 7: " UELCONE T 

0 RL I EM CITY HI : pnuse 50 

310 PRINT '"INSTRUCTIONS": PflUS 
E 50i PRINT 'We're lost f n a ter 
its or rt>o»s and bus t rind a ik ay 

to escape:. Give ue l ni t r u e t i on 
£ and I'tt dOftU best to hf lf>, bu 
t be as hrl£ f " 

£eb print "as pOSiibLe IffldSt Ltf , 

one or tuo word orders) . I r&uri 
a SOfle iteaslying around you may 

uaril, to ct> L I e c t , Sojb£ lt>pk me 
re valuable" 

E33 print "than others, I aLso 
found that going tacit the way I 
csbb won-t nPTiB I U rslyrn j»e t 
d Ihs roots lotpit ted . It 's an End 
<,«sa warren." 

40 PRU3E 150 : PRINT "3CORIN5" J 
PAUSE 5&: PRINT "No ti CC hOv Ihe 
< (□ re changes as you invest igat 



s rv i c K L y 

H I 5CORE , ■■ 
2SO PHU5E &0&; 

Cddit. ukc are 
270 INPUT L I ME 
1 HEN PRINT INK 

re than 1@ iLturs 
□ 270 

27 5 IP P $ = THEN 
ine" 

ESO PRINT INK fi; FIT 21,0, "OK y "J 
239 REH initial values 

El?0 L L 3 Ji=D. Ltr SCD=P: LET =tt 
: LET LET r±±0: LET f=0r LET 

5=1 

h 134 1 ; LET tli-FN 3fSO> 

to c a t i on s€t up 

- =FM I tl^) : IF ;=I3 AND 
THEN GO TO 30O 



295 DIM 
299 REH 
LET 



IF Z =u THEN LET f =1; GO TO 



# ^1 -5-* 13 ■: 12} 
l*J : DIH df7) 
■ IF f J30 THEN 




MS 



d tail =b. let «* 



LET i 



310 

315 LET 

' III IS*' 

t- 1 j =1 

59? IF 5 THEN LET 

'C<J n& LET cf £&J =1 

NEXT y: Jf Will 

II =1 

385 IF d^l OR d (tJ> 
1) "I 

370 LETT f t£.* =0 + l£i- t£l i2=Ji ^1^^- = 
13i+j4MHli-f (3)1 131 : LET 

TIE.N Gr? TO 
33B L!ET f iSj =FN z; (llj 

LEI b(!3=FN C(15l ; IF bfli< 
3 THEN LET b t 11 «t3 
4-^*1 GD ABBOj PRPER 7; INK P 

4J.E IF r THEN PRINT RT 11,0: "5t 
ifi_the^ a^rw) ; " room > with" 

»Ri5? rt ii,©, -I'n m a ■'; a 



THE^^ LET 
"HEN LL r 



f r 



IF t (X J =iS THE 



ther 
RT L 



* Uii i ; ■■ rcioffl* Thtre'i" 
4-3<? PRINT d| rr(3j ) : LET g=B + l*rf 

ri) 

4-40 prjkt "Exits are": LET c=lB 
: FDR y^l TQ 7: IP d !y) ^ THEN S 
D TO 

4-45 PRIJJT AT 13>c;b«iy; 
150 LET C =( +5+ ftf »11 ++# ftf +6* ( 
y •> 3 RND y (6J + 7* fy>51 : IF r. ? iff TH 
En PRINT RT 13,t-2; LET C=C- 

j-SB next y: print "Loo Kl arou 

me I can i*e" 
4.7CJ LET L =1S. JF bti)=0 RND tIP 
1*0 THEN PRINT RT L H 0J" nothi 
fig iise f 

4 75 FOR ^c«i TO S; 
N GQ TO P10 

460 LET b=&. LET y=h[.^J; &p SUP 

IF b THEN PRINT RT L,3; "m<? 

Ct IUJ ■ GD TO SOS 
IF y=IO OR y-20 THEiN PRINT 
4; "&n ";cifyl: &0 TO 5&5 

5 PRINT Rf L^i;''* J 'iC*(yi 
LET 1=1+1; PRINT Tfig EE; 

B19 NEXT X: £o TO B3B 
&E?0 PRINT "Uhat's next then, - ; 

P $ T P " 

5313 ' PRINT RT lB,&; H, Ub6t t-hBlL I 
do now, ";p»;"7"i &EEP .133,20 ■ 
LET f=f fl 

5L59 REM input routine 
E-4.E INPUT LINE 1*: LET b^D . L^T 
Fl affl 

FOR t=19 TD etf PRINT RT I, 
Pj TRB 31; " " s NEXT L 
5GO PRINT INK a;RT 16,0; "> i $ 
5TB IF i |(E TO 3) 1" - 1 THEN feo 
I p ©DO 

57^f IF ff3J THEN LET f [ 3 ) c f 1 3 i % 
1: IF f E3J;3 THEN SO TO 2420 

bBD FOR xial TO 23: IF 1$[ TO 3^ 
=VilX> THEN GO TO 90©+X*10O 

P BE* NE>!T K: IF i$! TD 5J="ecfdie 
- THEN GO TO 2E60 
590J PRINT eif^M srf&.ij; GO TD 52 

C* 

R0P IF i ) Hi =' i " THEN GO TO 130 
&-I0i FOR y=l TO 7: If j 9 ( ia 7*b $ Sy 

1] THEE) LET nj"ib5'.gj : GO TO 114- 

620 NEXT y; GO TO 1236 
SS9 REH object trap 
53^0 FOR fl=d TO 2P 

640 IF j$cej=:" ■' THEN LET n*=i* 
(d TO E-l.i: tSO TO 
SSO NEXT ft 

639 REP-J Pbject verification 
OQ? FOP. y=l TO 21; IF n* = C*[y, 
TO (e-dJ) THEN GO TO 6 70 

67S REM Object held? 
€30 FOR t? -1 TO B4- : IF h[«.i^y TH 
EN LET b«l; RETURN 
&9G) NEXT O ; RETURN 
999 REH get 
1O0P LET d=S; GO If b T 

MEN GO TO 1O20 

1^10 IF y=ai? THEN ED TO 1E30 
1O20 IF y (E THEN PRINT "Dorj-t be 
Sillyl"; SO TO 520 

IF F E 4-1 OR h THEN PRINT 

r i r m worn out-r »u?i rest a uh i I 

RRU5E 4-P.- ao TO 10-5B 
113-113 ^P TO lOt?.0 

S*i.*' : - *"i C-£T PROSE 

It?. NEXT Q. &-?>r r . rr Ea C" " 
"- FfiUBE i0B 

ISfclD FOR X =1 TD 3; IF b f * ) ig THE 

n go to leas 

1070 ME X.T K; PRINT RT £0,0; "I Jo 
n ' t see a cf (y) : GO to 530 
iQS0 FOR ch=i JO £4-: JF h<O.I=Q TH 
EN LET hiOJ=yj PRINT RT 20,0;"! 

now have the "jescyj: print '-wha 
f . de -Ifftv *,*ri.1 l'e ne-tf?": 00 TO 

NEXT or PRINT RT 20 f B;"I ca 
n't carry anything GO TO 

10Q9 REH go 

1 100 LET n^ = i $ (4- TO 

HIP for y = 1 TO 7 r IF n *>b* ly > T 

HEN OO TD 11*0 

112-0 f!EXT y: IF if 14 TO 7J*"b&CX 
" THEN PRINT "I J » going bad": P 
POSE 5Qi GO TO 1176 

1330 PRINT "CO Where? T t an ' X 3Ci 

that way 1 ".- f=P to ssp 
1340 IF dry! THEN OO TD Jlf? 
1150 PRINT "There is *o e^i* M ;b 
s fy^ : eo To 3£0 

1155 IF w=1S RNt> y=l then GO TO 
16 30 

11G£ vNINr "I'fe spin? lyi; L 

ET r =0 : IF / (3) THEN LET cm=FN Z 
130) +ft 

11 £15 FOR y, r, L TC 3 : DFCC ,03,-30- 
PROSE 10; BEEP -B3,-4a : PRCjBE 1 
Or NEXT X 

1170 LET Cfl±±B+l: IF y ml THEN GO T 
O 1190 

11S0 GO TD 3Q0 

1190 if m = i2 Then let z ±±13: go t 



i 



I 



I 



Q 315 

HQS GO TO 3500 
143-3 AErf Lot* 
1PB0 LET dse; IF i 
THEN LET rf -e, 0O 

isie go to 1360 

iSaO IF b THEN Go TD 425*5 
1330 IF n THEN SO TO IES0 
134-3 GO TO isee 

I3sS pgl^T "I a* G^nifling the d 

1273 Print it i* definitely B - 
qo TD 5S0 

"Do. uhflt? pua^e be ^ 

GO TO 3£© 

"I Cift't f i hd th* t - I 
that yp.Uha 



14 1 



T 1 lEi N 
THEN 



CL5 



In 



laeo print 

PfeCi f i C . " ; 
1230 PRINT 

dan * t thinM pi uid 
t now? 1 ': CD TO S3© 1 
l£fls RCH inventory 1 
I3ac BORDER- 4: PAPER 4,; 

130S IF h >15 THEN PRINT * "J aB U 

i3?S e ^?S n .if* lose 

7-? 1 *; P£f WT 1 I hiVI With hfe:*" 
nothing &t aic- 

1330 LET 1=3; LET c=0r LET P> =30 ■ 

0=*l TO 24 ^ 
13 3(3 IF h (0* = 0 THEM GO TO 13?0 
1340 IF btgj=10 THEN PRINT RT L ; 
c; "jn ■■ - f c* £h to j i ; go to 1350 
T 350 PRINT AT ijti-a ";c*rh 
1360 BEEP ,*3 H pj LET P-P-l 
13 /■ B IF C -O THEN LffT 0=O+l: LET 
C :r IE- : GO TO 1333 

13PO LET f?p: LEI Iml+l. NEXT □ 
IF hilS THEN PH INT 

my arms are getting ti r«dJ " 
1390 print rt ai,Bj rt PfeiE any te 

y to Continue,,,": PAUSE O; LET 
f =1: GO TO 
139G REN put 

1410 if n then &o to less 
1430 go to iaeo 

1430 FOR C = * *3 TO a?; IF i * r t TD 

£+aja"ba9 M THEN SO TO 1450 
1440 NEXT c- PRINT "RUt St in Wh 

1450 PAINT -ui th pleasure, 

P": LET GO TO 5EO 

1499 REM jrep 
15B0 IF = "P" THEtt LET d=&: 
■3D SUe 630: IF h THEN GO TO 1530 
15 IS IF n THEN EP TD lego 

1523 GO TO 

1S30 LET t=B: FOR- x=l TO 20 

1S4E BEEP .S05 H t: LET t=t-lr NEX 

155-0 IF y=B OR y THEM LET hfojl 

= y >s 

l^EGi FOR ,v =1 TO 3,- IF b rv,» = 0 THE 
■■i LET b C ■: ] -I, i u J : FPJNT OK . 1 ' ; p f 
; Utiafs nexi?"; £?□ TO 3S?e 
1570 NEXT j EC TO 157B4FN 2 |^ « 

1 0 

PRINT " 

on fp a deep 
What note?": 
1390 PRINT " 

ti What now? 
1599 PEN destrjbfc 

1500 IF if (4 TO EO -"Cf" THEN LET 
d=.lffl: GO SUB E30; IF b THEN GO 

TO 1SSES 

JS1B IF n THEN GO TO 1360 
IPSO GO TO 1590 

1530 p^inT "TiiE way is bsr 

K -hfl guard,"; LET ► J > £ GO 
0: IF b THEN GO TO 1*50 



16*0 PRINT "He won't Let me pas£ W 

- IJhat (loin?"; GO TO 530 

1(550 PRli&E 1CSJ: PRINT RT 2P,8; "Tflf 

lB pg Jr L ^ T ^ hl J a * LET i CO =5 rtr-y 4£? y 

less REM drin* 
17C0 IF i ^ 14 TO 5> «"nil" 

IJlfe print "I'm net tarry irr? 
thih#"! GG TO 5£0 ' S 

lySS LET f ^(P: LET f t4 3 =0 
Mffl»l l ftct bttter noHf 
Ready to h^i on?" 

1^30 GO TO 

REM t.<a^i/>£- 

TO llUfl. ° fe3Qj IF b TKEH G0 I 

tliS n THEM GO TO 1360 "fJ 

1620 GO TO f? 

print i* f ro ? 

anything,-.- go to 
REh he tp 

BORDER 5: P HP E R JtlK 



LET 
GO O 
Q< 

any 0' 
H 

PRINT Fl: 

PRINTS 
4. 
3 
4 

U!0 - 



sn 1 t 
1Q99 
30OO 
L5 

^010 LET l«C3; LET c 
p 6: PRINT IMK, 5; AT 
LET C=£f5: NEXT u 

&raa0 print '"Hfcrt art 

3C3Ci print - -nor th 
p □ j Tfis 21; "drop" ■ 
is a trb 15^ "g-c t ■■ 
PRINT ">ist ivi 
;trb ei, ,r op*n" 

2335 PRINT "fait 
3.1 ^ TAB Si; "h EIP"; 



3r FOR 



^5 



rt'n 



Tvir 



1 0 

d .& 

c > 
| 

Tfi 
SO 
SI 
I h 52 
: 53 
*I 

in J " ; TRB IS; '■ is 
PRINT ^'SOtPt^54 

; tpo ai; " i do n " P 
;trb ie; -put -in 

Print "*up ty 



■;pJ 



dOWn Id. 1 "JtflB^i!; ^Jnven t "' 



J "iTRB 
PP INT 

Qj-y ii>" iLj 
S040 PRINT . ,and pUnty more ■ ' 

besidts! " : INK 7 

£050 II- ifO<5P FINE 1 Bf>5 THEfJ PpT^|& 

erer-i go to sose fiP 
2OG-0 if $te;aii?0 then pru-ji "Keei, 

p COl Leajng itfts C-f V&U'6 ! " : G?i 
g TO 2-O^S '2 
3070 LET yt*8i f-^D 5>JB E?CS. IF b T 
HEW GO TO 309B 

spec print ' 11 Tht re -5. stilt iomet 
■liQS *P Mndi"[ SO TO 30S5 



5 4- 



' lJ P i Fl V B. hlV J I— 1 ^ ^ 7 W 

Ikiise Print '"Ktsp on lO&King. vo » 
u're ttsisJ" 



Oh dear, if* gone d 
h[iit, out or r«sch< 
GO TO 3073 

It ' a disappeaffidJ rtt. 
arejDlin h*t stolen i 
rh ■ GO TO 



209S PRINT ' INK 
ley to continue* 

T r a 1 : GO TO 4S5H 
2099 REM PPen 
31B0 ir i s c a> ="n 

GO SUO IF b 

SI IO IF 4 $ Cd TO 

TO £B50J 

IF n THEN GO TO 

GO TO 1333 

IF y=4 OR y - 1 1 THEN PRINT " 

icjlu, TO le-d.'jj- is no« o 

GO TO E2B 
IF V a8 OR y?9 TMEN GO TO £1 



bo 

eg 
n 



tha t ! 



c*(i) ( To te-d J 

hfrVC: A pile Of J 
GO TO 



d (XJ THEN 




■■ THEN LET J»5 

THEN GO I C? Z130-3 

11' ^ H, se; awe" THE* 

2115 
31SO 
3130 
1 ha 

P £A " 

3140 
60 

£1E0 PHirjT 

p to sae 

-160 PR INT "The 

> J "is open. I 

unfc . Uha t hcjw?" 
2199 REM run 
P200 FOR «=1 TD 7: IF 
LET y =X •• PO TO 116^ 
£!,E05 NEXT h 
e-SOB rem exam tnt 

2*?lO print 'There 's a lot o^ roa 
ft inside"' GO to B30 

PR TNT "It's a te Uport ticfc 

et to Earth! ■■ ; go to 530 
£230 PRINT ^He J LEfiUE ME RL 

ONE 1 1 GO TO 530 

3240 prjnt "Top or the Pops is e 
nl Offiatl GO TO S30 

RR int "The \ i ui e apparent 

ty " ; (e : '■ , O" ; M : GO TD E20 
E360 PRINT '"It *1ue*Li t 
very happy": GO TO E30 
£2^99 REM e^t 

£1300 LET d=5: GO SUB 530; IF b 



me pass 

£0,0; "T 
»nd l 

=i CO jf£ 
SUB 4-14 





EM r:Q T£? 2330 

no if n then Go to isbo 

GO TO 3 290 
330 IF y«7 OR y^lG THEN PRINT " 
he " ; i>j , to E€-d)>;" j * not v 

letter cpo&Ed* Mt>lt?" GO Tg 



THEN LET 
THEN GO 



PIT INT 
: PRINT 



r THEN L. 
THEN GO 



GO TO 172Q 

be r-i I Lid - f ■■: oo 



t have sntj urea 



40 IF y»l£ THEN 
~0 PRINT "DCIT t 
520 

■ REH iicn 

00 go to 1170 

\Q PRINT "I Jon 
n»": GO TO 530 

28 IF ff&l THEN LET y =2 : GQ TO 
illtfl 

SB LET y«l' LET / 13) = 5 
40 IF M3>>4 THEN LET X -£ r SO 
3460 
(450 LET S ^0 

460 FDR L =0 TO 21: PRINT PPPER 
JT t^jTftB 31;" "; PAUSE 10. N 

70 BORDER n; PftPER *i CL& r IM 
IF f -[3 J 1 <5 THEN GO TO 2610 

4-B0 print fit 13,10; "The ";c*Ly> 

HT "Sir J Hit bftCJL and Ki K K3 

Oil 3 " 

flB GO TO 3B30 
459 REM tain 

H50 IF i(f + i-'H' THEM LET J = 9 .■ 
C 0 63cl : IF b OR yi? THEN GO 

tS J 0 

I" F*^*^ TO lSJ^'Sddie" THEN 
GO TO £5&3 
IS IK fi THEN SO TO 12SC 
20 GO TO 12&0 

3B IF y=l OR y =7 OR THEN 
qiNT don-i thin)t he ur>dersu 
5 me,-.- GO to s^ti 

& IF >j>9 THEM LET f13>rf<3i+l 

PftJNT Me toons pretty thraate 
ngf": 00 TO 520 
» print "voytl have me tai£j 
tc tree* na*tf Be serious, no 
GD TO 530 

BEEP .01,30; BEEP .Cl,30r P 
"HUN? Uhaf? sorru, mi iP*;"j" 
7& PRINT "I Kasn ' I ihtenihg! 
Ifl Up?" 
EPS GO TO 530 
B99 REM quit 

60? IF i*C-d TO S#*"t ■' THEN GO 
0 seao 

Big GO To iseo 

820 FOR lalfl TO HI: PRINT FRPFF* 
2; AT j.,0;trb oij " " : next t 
|B3& PRPER 2l INK 6: PRINT RT 13 




PR INT 



Rn o t 

iNKCYi^ THEN GO TO SEE- 

3e?(S I/' TNKEY $ = " y " THEN GO To 39 

da 

aaSO IF IWKEY t* ,l rt 11 THEN NEU 

GO TO 3660 

390S IF INKEY»<>"' THEN CO TO 33 
3910 IF INKEY**"" THEN GO TO 391 
3920 IF INKEY*^y THEN GO TO 29 
|930 IF INKEY ja'"n " THEN GO TO 33 
3943 GO TO 3910 

3950 PRINT " &e ypy want Ini iruc 
1 1 ens? ty/n) " 

3355 IF INKEYK > " " THEM GO TO 39 
3g60 IF INKEY*="" THEN GO TP 39S 



0 



970 IF INKEY £ = " y- ' 



THEN GO TO 20 
THEN CO TO £6 



you": PRINT 



nsuo^utf f i> +v * tNOT 

GO TO *00 



f <3 



to a?ia 

■ THEN LET d=&i 
THEN GO TO 3G2S3 



o: "net ij.u op t i or\ 

6B0 PR1HT FLfl&H 



See FOR U"l TO L4 
&7B eOHDER FN Z [S3 -1 

|G90 PRINT PT £0,0 



BEEP ,13.1, 



nolhlfig happened 



0. BORDER 7 
"Hi ce M J" 1h . by 
GO TO 5 2Q 



t J a sometiue b< 
TAB lffl; ,H f eiovar 

3S4B PRU&E lOOi PRINT " . ■ »Jrid 
y^u have been rpbbed! " 

2S53 PRU5E l&S: LET r=l: LET 

&BOO LET 
111 J L GO 

5399 PEN attach 
aSM L.ET d^B; GO 
£39? REH rtid 
3030 IF i#(4.i*-"d l 
GO SUB flflfl: IF b 
3010 GO TO 1SB0 
3O30 Or yola THEN GO TO 1350 
3O30 PRINT "It ' & a t'dVei cauto 
?u«.It. seensthfire is a Uieporu 
r ne^rhm": oo to Sio 

reh s co r-2 updates 
3050 L5T h=h+l: LET biS)=Q- TF u 
<1B THEN LET s C CJ vs C O +y ? 
3060 GO SUB 4 140: GO TO *70 
3S70 LET h t rj J =y LET h (q J =Q ■ LET 

h=IS-l; GO TD 3 09« 
303-0 LET h(OJtM+a 

IF y<16 THEN LET sto^ts-jji 

GO SUB 4140: GO To +70 
REM gi 

LET d=B; GO SUB &3P : IF b T 
MEN GO TO 3130 
3110 IF n THEN GO TO 125G) 
3d 30 GO TO 1290 

3130 IF itMeU! TO re^!)«c^fl 
>il > J TO S) THEN GO TO 3 



PR P 5ft 7 



3O90 

3095 
3099 
3100 



THEN LET 



699 REM figkt 
S7e)| IF itil TO 5) ="ht 

^710 CO SUB fi30: IF b THEN GO TO 

730 IF n THEN GO TO 12Bffl 
730 IF V O THEN GO TO £4 SO 
74& GO TO 1290 

750 print "I'm not ift, TO e-1 
PdOr Qiite": GO TO 52 

799 REH K i L L 
500 GO TO 2410 
fliB PRINT HT 12 
HT 10 ,2; "knocks 
With 4"' 

820 PRINT TflD 9j "Si note bLOW!" 

LET Jco=fl; LET q 



+1* I t (□> 

3 140 
3150 
16SC 

31^0 
*f§J 
3199 
3£0P 



OO TO 12 &0 

IF y=6 RND UJ=1S THEN GO T O 



IP ; "The cMy 1 
you unconscious 



DIM h ta*l 3 
■FN I t30} 

:§40 FRuae 100 



PRINT RT 15, 3,; -1 1 



PP.INT ■ V^u give hi* The ' ; c 

GO TO tf1i)70 
reh w e a r 

IF It^J^'V THEN LET d^B; 
GO 5 LIE 636: IF b THEN GO TO 3331? 
3H10 IF n THEN GO TO 12S& 
iS5(S GO TO 1290 

3330 IF iJ -5 OR y-9 OR tf-I4 THEN 
GO TO 3250 

3540 RRTWT L 'Oon J t be slUyi " SO 

TO CSO * 
3250 PRINT "OK. Uhat sKa (. L U 4 *Jc> 

now?": LET h^h-1: GO TO 530 
^SPO FOR t«lB TO Sir PRINT PFpPeh 

E;RT L,0;TRB 01;'" NEXT L 

3B10 PAPER INK 6: PRXNT FLH&H 

l; RT 13, 6, " UE'RC GOING HOME' " 
: PRINT 

35H0 LET U.5: LET p = .3fl; FOR 



3360 IF INKEY f= "r ' 

3990 GO TO 39&G 

3 STOP 

3999 REM screen set-UF^ 

4-&5>G BRI5HT 1: BORDER 7; 

401B PRINT PPPER jN|t S i RT 1,2 

5 .; " HI5G 0 " ; RT 3,BG; "SCORE'*; HT 5^2 
O; "HOUES";OT 7,BtiJ "PRNIO" 
4O20 INK i IUJ ■ PLOT &3->lS6: DRRU 
T3^0 ; ORRU O , -4C . ORHU - "3..« i D 
BRU 0j4Gj DRRO -55 , IB 
4330 PLOT 13B , 155 : DRRLf 55 , 19 ■. P 
LOT 63,116: tRflW -55,-19: PLOT 1 
3a,llB; DPFig 55,-19: GO TD + 

FN a; iai #7 

4S4S RLOT 34^97/ (fRftu 39^13; PLC 
T 5*, 97: DRRU 23,12!.- PLOT 06,97: 
DRBU O.IB; PLOT 112,97; &RRU -0 
/ ie: PLOT 139,97; -24 , 1&; P 

LOT 165^97: DflflU -39 j. IS 
4045 FOR y=l )u 7: IF dtyj THEN 
GO TO 4050fy«10 

4B5a go to 4i^e. 

4^59 PRINT PR PER p <V) ; INK i Cm > ; 

RT 3 , 10 i "EX IT " i GO TO 412& 

4.I3B0 PRINT PflPC^i p t-nl ; INK i j 

RT 3,9/ " ST RIR3" ; GO TO 4115 

d.t>90 PLOT ^3,102: DRflU B,+?; DRR 

U 25,-4 OP-AO 0,-34: DRRU -25^0 

GO TO 4120 
41O0 PLOT 176, X&3; ORRU 0,47: DR 
Pt> -35,-4: DRftU 0 , -34 : DRfHJ 25.0 
GO TO *120 

4 110 IF fill THEN PLOT B7,i2<&: D 
Cflg 0,1S. DRRU 16,0: ORRU 0 > - IS : 

GO TO 4i£@ 
4115 PLOT 79,11&: ORHU DRA 
'J 33,,^: DRRU 0,-26: PLOT B-0,120: 

CRHO 32,0 
412K? NE^!T y ; fi£h graphic ' RB ' , ' C 
t? ' > ' EF ' , ' GH " f o Moid ■ 
4130 IF" 
JH>; INK 2, 
fcyV^RT e, 

4140 PRINT ^r,^^^ ^, inn o . « i 
7; his to.: RT 4,27;ito;fiT e^?;m.;flT 

8 , 26; "OUER 4 ' 
4 lis IF M3J 

INK S; FLRSH 

FLR&H O 
J.1S0 RETURN 

90 39 REM tntBf'CO TO 9000' to 
i'!K0-ia'.ie p roflfai 
QOSB cl& : sroe "auen citg" 

E 10 j PRINT ■REUINO RND PLRY 
UERl^Y": VERIFV "alien city": PR 
INT ' '-VERIFIED OK" 




LIN 
TD 





■ 



II 



b2o 



Continued 



ftl" : R 



20|&.Q H"'"»sl-li 
20/0 FOR I-t IIJ I 

fur J - j ri:i a 

.',"=■ 7 u I p /V, U,JK=2 THEN 2U0 
2100 H H-l+/.y.< I, J) :HJ-HlM 
2 ! I Q NEXT J 
2120 NEXT' i 
2130 PR IN I V*; 

2140 if 2*n:-Ht then 2t^o 

2150 IF 2?H^M1 THEM 2200 
?. 1 tiO PR I l-l 1 " J. Hi iVE MGH t/ r " ; H ! - H ? 
-'1 7 0 GOTO 22 J 0 

K i-:©b FRINT'-YOU HAVr; WON HV";l-k" n;i"; 
H-l-H 

2190 mtQ 22 10 

2200 PRINT"'VHt" (SAME IS A DRAW" 
22 10 PR INF 0*; " L D0WN22JI 

I'D YOU W«N|' ANGFNER " ; j ffl I v* 

2220 IF Yt» = " y 11 I'HEM itto 

2230 IF Y*«- M N " THEN PR I N I " ■ t CLEAR 1 " : GF.R 

s 1 2 1 1 r 

?240 DSD TO 2210 

22^0 IF WtA.,B-lKH4 I Hi .hi W , , . t ) D-HtA, 

| - j. i 

If" Hm,tMl) ■ >H t I HEM N - A, 



OA, jjHH ) ■ •; nl-llj j i jj ! h II U U '.m. 
P 2>-Wl 

2290 U r/. (A.PH K AND £ £ THEN W ( A , 

230o GUIQ 520 

0 I J= W { A- » , R ) ■'■ ■■ fejj I HI. N H • A- • J. „ 

2/2-0 LI" NiA'-l jn r H u j mu ., w . :n +| . 
B;i »W (A-t l . i 1 ■ 1 

2330 LP THEN 520 

- ''10 IF Z-iCA- 1 .'.O •2=0 AND A^T, ! Ml. N N i O 

;^go if z'Xva-i j ,&k >o mi) m# mi n n>a 

2260 CiOI G 520 

2270 X*==2*-4*Ys YY-21 .-2* X 

POPE t ( 24 - Y Y ) •* 00+22 7 6B > +X X . X <? 
239'* RE TURN 
21'.)" A'!>=="|_RH?HI 71" 

II lH ■» l " lt2LtMt| DUNN3 J " ; A*; " L RV. | | 

I.RJGH1 J FRKiHI J L RUSH I 3 
CRJGHI 1 CM0H*3 FRUSHI . :i L | < 7 OH I :/. "J 

2420 PR 1 NT $*.f U E R.yB 3 L R 1 1 .1 M 1 L I ■■ 1 1 iH I 2 1 
U : <JGHT.2J L Hi GMT 3 tRH-JH f '.\ LRU'Sl lTL'T 
L fj L GH 1 3 T C l : < 1 01 ITS J L R ! 1 .1 1 1 I M 

24J.O FF^I t^l Afc 5 [ RVS I [ R 1 (3! j I J f R [ Gi I I 2 "I 
LR.luHl'2 ;i LRJ NH 121 f R 1 OH I J 

f: r.i GH rs ^ i: r % gmi j \ r i gm i t " 

2440 PR:iHT A$;"LRV!dJ LRTl:il-n.I l.Rl GHT2 J 
t R I j|H i j i;r i &j j f ;i t |-f | n | t,p?I GH l 3 j 
I R I GM I 2T I.RIGH1 3 3 LI-IIGI H I - 
2'4 5 0 VH I. NT A* j " I. R V G ."I I R i t- i |- 1 J 2 1 

C R F GUI 2 3 FRIGH \ J IR IT-iHT 3 l.Rl IiH F "J 
t HUGH 121 IR1GHT1 
24^0 RE I GhM 



Continued from page 49 

more disgusting nature 
than that.f 

Of course new adventur- 
ers may well with to cut their 
teeth on one of many text n' 
graphic games currently 
dominating the market; 
after all, they certain I y seem 
in vogue at the moment. 
However I would cheerfully 
put my head on the line and 
advise against it. Very few 
of them are suitable for the 
uninitiated, not because I 
think they're particularly 
bad, just BORING. Believe 
me it's no fun watching a 
location a lowly redraw itself 
for the umpteenth time! It 
can put vou off adventuring 
FORLlPR.if not longer. 

That said FU now contra- 
diet myself by recommend- 
ing the text n 'graphic s of 
PROJECT VOLCANO {for 
the Dragon 32 and 48K Spec- 
trum from Mission Soft- 
ware), It's the first of a whole 
slew of games which you, as 
a member of the Mission 
Secret Agent Club, will l>e 
invited to participate in. 
Apparently a top secret mis- 
sile command centre has 
been discovered hidden 
below an extinct volcano on 
the Rumanian and Yugosla- 
vian border. 



C 




the heart of a massive mis- 
sile complex covering the 
entire Soviet block and you t 
aa a budding Bond h have 
volunteered to disable the 
place. 

The game comes com p lete 
wiili rm i^U-n^ivi- lniel'in^ 
kit and is enormous fun. 
Says Mission's head 
honcho, Brian Golds bro ugh 
(otherwise known as Com- 
mander Q): "We're inviting 
p layers to become part of a 
Secret Service, offering 
them missions which will 
lead all over the world. It's 
not like a one-off game, it's 
an invitation into a role- 



some locations are nicely 
drawn a great percentage 
are nigh on indecipherable- 
Playing the thing rapidly 
degenerates into a 4 'Gee, I 
wonder where we're meant 
to be n o w? "kindas itua tion . 
A woolly adventure if ever 
there was one. 



Nicely drawn 

Less impressive is the 
loudly heralded TWIN 
KINGDOM VALLEY (for 
the Com 64, BBC and Elec- 
tron from Bug- Byte), Unlike 
PROJECT VOLCANO 
which utilises a small gra- 
phics window, VALLEY 
etches oh-so- carefully over 
the entire screen, and while 



Adventuring itself is 
something of an art. The 
game has evolved its own 
rules and customs, the 
awareness of which can 
make all the difference 
between successful playing 
or total humiliation. 

Here's a few simple tips to 
help you on your way: 

*Always check your 
inventory before embarking 
on an adventure; you never 
know what could be clutter- 
ing up your pockets, 

*If you're given the choice 
of friendship or violence 
vvh^n encountering a cru^i- 
ture t always opt for the 
former. Good manners 
sometimes reap rich 
rewards. However, if you f re 



offered no such choice des- 
patch the thing as soon as 
possible. No point in play- 
ing coy. 

* Don't believe all you see. 
Should you see a rickety 
bridge across a chasm, you 
can bet it's not there to Help 
you crossf Avoid the 
obvious, 

*Read signs, and if they 
sound odd, say them out 
aloud. 

*Examine or search 
EVERYTHING. It's there 
for a reason ► 

*Wear whatever can be 
worn. Helmets, gloves 
flippers. Tog up well. 

Map your progress. This 
is an absolute necessity. Use 
graph paper if you can and 
mark each location with a 
descriptive note. DONT 
attempt to draw the descrip- 
tion of the locale, it doesn't 
work that way. 

*8wear continuously. 

Following all this and 
you'll soon he in business. 
The club's an odd one, but 
there's massive fun to be 
had. Happy hunting, gang. 



T 
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I HE GAME is conning — it's 
going to be Tron 's Revenge on 
millions of prime-time Satur- 
day evening TV viewers. After 
this videogames q uizshow 
watching TV or playing your- 
self will never be the same 
again. 

It's nothing to do with educa- 
tion (a la Beebh Or tradition .It's 
got every th ing to do with fu n . . . 
and the future. What will begin 
this coming autumn as a novel 
quizshow could well go on to 
become the first-ever fully 
fled ged i n teracti vc TV. 

John Meade is producer of 
The Game at Yorkshire TV and 
he would only give out a few 
guarded hints to BIG K about 
what to expect: "TV is such a 
dirty game,*' he explained. A 
pilot programme was shot in 
utmost secrecy. But Steve Lev- 
ering, a creator of The Game's 
concept, did peel back a little of 



the protect! ve qua ti n g on wh a |fs 
already being called VTFX — or 
the effects of modern TV. 

What these men have done is 
to put together the integrated 
digital technology required to 
merge signals from a video- 
game with both live studio film 
and pre-sbot location film to 
create a single colla ge. And th ey 
decided first to apply this tech- 
nical genius with showman- 



ship and panache in a giant 
leap towards The (ultimate,} 
Game. 

M I want competitors to be able 
to play from their armchairs — 
its technically possible today, 11 
said Lovering. "It. will happen 
as the concept of The Game is 
integrated at higher and higher 
levels." He's the creative direc- 
tor with the giant Hut ton C run- 
on ny (who design the ads), A 
professional visionary. 
_ Imagine the screen. You'll be 
sitting at the keyboard playing 




a game first off — viewers at 
home will see a split-screen of 
you playing the videogame, and 
the videogame screen action as 
well, But anybody who's 
watched darts on TV will know 
that this kind of presentation 
can get pretty boring, 

Nexf stop 

The next step will be a televi- 
sion first anywhere in the 
world, em ploying a Q uante I d ig- 
itized graphics system, I ike that 
used to annotate itemsin a flash 
on N e ws at-Ten , or to create th e 
flying Channel Four logo to 
pk-k up the player's image from 
the stm dio film on fl merge him or 
her into a complete videogames 
frame; the Space Invaders 
appear actually to attack the 
player. 

To enhance the feelingof real- 
ism, contestants on The Game 
will be dressed for whatever 
period the videogame seeks to 
depict. But as you can well 
imagine it will still look like a 
badly cut film montage. So a 



THE QUILL — price a mere 
£ 1 4. 9o — is simply h ri llian 1. 1 t'« 
an "adventure system" that 
provides you with ail the neces- 
sary mechanics of a text adven- 
ture — 225 possible locations, 
objects, events and so forth — 
but leaves it up to you to decide 
what, the locations are, how 
they con nect up, what objects to 
find, whereto leave them and so 
forth. In short, you write vour 
own game. And that, frankly, is 
more fun than playing most of 
them. 

If, like me. you're fed up with 
the standard sword V sorcery, 
kill th eg oblin find- 1 he- 
treasure plotline, then this 
thing is a Godsend. It can hy 



anywhere and involve any- 
thing you want. You are limited 
only by your imagination and 
sense of humour and — let it be 
said — by certain built-in 
parameters of the structure (on 
which more later) that are I 
suppose necessary, 

A friend and I spent two 
happy afternoons recently writ- 
ing a game based on a mutual 
aquflintance who's always 
depressed, The object is to cheer 
yourself up by visiting friends, 
going shopping, dealing suc- 
cessfully with parents, coping 
with your job and the like. Not 
as simple as it sounds. Getting 
into Marks & Sparks to buy the 
thick and creamy yoghurt 



you re going to need later on ban 
be as difficult as bridging a 
bottomless chasm or killing 



that belligerent goblin, believe 
me. Naturally, by the time we'd 
finished it was crawling with 
in-iokes and comprehensible 
only to about three other people 
in the whole ofliritai n, but what 
a hoot we had doing it. 

Despite what the manual 
says, there's no need to plan 
everything out beforehand. In 
fact it seems to be more fun if 




mm 



ilt-in 



finishing touch will be added- 
scenery provided by pre-shot 
tocalion film which is added as 
a third Layer to the digitized 
Quantel frame. 

The overall effect is one of 
"believable realism/' according 
to producer Meade. It was his 
j ob to shoot a pilot for The Gam e 
i n Jan nary of thi 5 year, in con d i- 
tions of utmost secrecy. This 
ilrat programme, which uill 
never be screened, was called 
The Quest for Abigail — a spoof 
on the H oly Grail story, 

Adventure 

An Oxford-based games soft- 
ware house called Insight Snjft- 
ware prepared an adventure 
game especially for the pilot: 
this ad v en tu re h ouse is d es tined 
to become a big name. 

A live edition of The Game 
would entail three distinct 
sequences which follow the 
adventure. First of all the con- 
testants must guess the period, 
location or flavour of the story 
— it might be anything from 
outer spate to the inside of a 
molecule. West, they will pro- 
ceed through the adventure's 



you start out with a vague idea 
mid .slot in the complexities as 
they occur to you. Once you've 
written two locations, for exam- 
ple, there's nothing to stop you 
slotting another in between, 

Have a nice day" 

Attention to detail is of course 
vita], and you continually have 
to stop ana run through it. The 
pile of lists and maps you have 
tokeepcangetabitrrksome t but 
(hat's only one of a few minor 
drawbacks. Another is the fact 
Dial you can't change some of 
the basic text: it's always the 
rather servile "1 await your 
instructions", for example, and 
the sign off line is invariably a 
sickly rejoinder "Have a nice 
II.", liut these are quibbles. 

Put a bit. of work into The 
(Jul I J and you can write a game 
as quick and slick as any on the 
market. And if you want to sell 
one you've written with The 
Quill, the author asks only that 
you give his system a mention 
somewhere. 

And now all the legwork has 
been taken out of the writing, 
maybe some more will go into 
creating new types of scenarios 
and problems, in other words, 
maybe it's bye-bye to that 
bloody goblin. 



machinations to uncover a 
hidden secret, fighting mons- 
te rs all th e w ay , i n th e sha pe of a 
guest personality. And finally 
they must work out just whn is 
the mystery personality. 

I n a ight weren t say i ng w h ich 
m icro The Quash (for A bsgaii w;i s 
written for {though en educated 
guess might settle as theThorn- 
K MI Wren. .) The cho i ce of hard- 



ware is likely to cause a battle 
royal amongst the suppliers. 
And YTV weren't saying 
whether Insight would be 
employed to write or commis- 
sion all of its games software, or 
how it would be distributed. 

What is clear is that the TV 
station and an off-shoot of Hut- 
ton's called Ven tech will collab- 
orate to market each videogame 
as it is used in the show; A n rl 
Ventech would like the pair to 
agree, either a 'YTV-logo'' 
machine or some standard 
which could also he promoted as 
an accompanying machine for 
The Game- 
When it comes down to the 
nitty -gritty of marketing The 
f'ia me detail becom es d if fi cult to 
find, whilst prognostications 
about its future are more 
forthcoming. 

Ventech is talking to that 
Prism Micro net Tra n sa m con 
sortiun) which is getting 
involved in everything from the 
mooted ITV games machine to 
games software juke-boxes. 
Prism made its millions selling 
Sir CHve's baby mail-order. 

Hut it isn't clear whether they 
are trying to get the right to use 
a cut-down version of that Wren 
micro (a bit steep for games 
pi ay era at £ ] , QOQ ) p or j us r & cee ss 
to the Prestel-based Micron et. 
Whatever comes of this canoo- 
dling is sure to be a bit special. 

As the prime d i stributor. Ven- 
tech would he handling the sale 



T 



of software. But as a creative 
ally, it would also he looking to 
realise the potential of that tech- 
nology which makes The Game 
special for television. 

Potential 

Con sider what Lovering had 
to say about that potential: li I 
see the TV as just a no th er form 
of access to a screen, with the 
potential to bring anything in to 
people's living rooms. One day 
there will be as many micros as 
there are now TV in the living 
room, so we have got to start 
thinking a bout how they might 
work together. This could be 
live, interactive television," he 

S;Lld 

In principle Micronet 800 
could be a vehicle to link people 
who have the more popular 
micros into the TV studio "live" 
using juat an inexpensive 
modem and the telephone / Pres- 
tel connection . 

This basic network could 
accommodate up to a hundred 
simultaneous players of The 
Game. Huttona took the possi- 
bilities so seriously that they 
looked in to all kinds of spin-off: 
viewers' "live" response to pro- 
grammes or advertising is 
under consideration: fancy 
being able to tell politicians 
where to get off; or alter the 
ending of Coronation Street! 

But of course this kind of 
two-way link could never be on 
the same sea le as the loca I Ca ble 
TV franchises due to start 
during 1985 — unless the broad' 
cast TV companies invest a 
great deal more in digital tele- 
phony, studio equipment and 
the large controlling computer 
systems like Qua n tel. 

Interactive 

Before they can begin tu think 
about doing that they will need 
some indication of how we, the 
audience, react: now they look 
like getting that chance with 
The Game. 

"We are thinking very, very 
hard about the possibility for 
interactive television, having 
made this technical break- 
through," was about the only 
comment producer John Meade 
had to make. 

When the ITV companies 
tin ally agree to screen The 
Game in the autumn it will 
probably replace that awful 
quiz show 1 3-2-1 ' Dusty bin mid 
all. More i mpoxtan tlyitwillbea 
major boost for the home com- 
puter market and is destined to 
become a prime-time advertis- 
ing slot for them early on Satur- 
day evening, 

Wh ich ever m i cro The Ga me is 
eventually played on, the spon- 
sors co uldbe looking at the kind 
of perpendicular sales growth 
that Acorn scaled after its link 
to television. And thankfully 
micros won't just mean educa- 
tion anymore ... The Game 
might not even be remotely 
good for you. 





EXPERIENCE THE DEVASTATING SOUND OF MICflOSPEECH ON YOUR SPECTRUM 

fj EVER YON E FINDS IT FUN BECAUSE ITS E AS Y TO USE 
(it says any word you want it to say) 

M EXCLUSIVE TECHNOLOGY MEANS ALL SOUND IS NOW PUT THROUGH YOUR TV 
JJ AND THE GAMES WITH SPEECH SPEAK FOR THEMSELVES 



— u LTI MAT1E ■ ■ Lu narJatman BUG BYTE . . B i rds and t he Sees OCEAN. .Mr Wimpy., Hunch back. .Moon Alert..,, ..QUICKS I L V A.. Mined Out,,,. 

R0M tlC3D Monster Chase Sha rk Attack, .Colo u r Clash MARTECH. RJastermi nd. MOG UL. .Las Vegas Lady CRYSTAL The Island 

" -DIGITAL FANTASIA..Myst*riouS Adventures {Parts 1-10) .LYVERSOFT.. Lunar Rescue BRITANNIA . Grand Prix Driver CDS.. Time Bomb, 

■■ .--ARCADIA Mush room Mania. .,,..PSS.. Blade Alley MR MICRO. Crazy G olf.. Punchy ., Ha rlequ in DfcTRO N I C S . . Mazia cs 

CSOmc of lhaaa games, are new versions of anym*! programs) 



ArVD THIS ISN'T THE END GFITI 
NEW PROGRAMS FROM 
POSTERN 
VIRGIN 

SALAMANDER 
VISIONS 
INCENTIVE 
MIKRGGEN 
SOFTEK 
ABBBX 
ANtROG 
AUTOMATA 

HEWSON CONSUL TA N TS 
RICHARD SHEPHERD 
SOFTWARE PROJECTS 
THOH 
FANTASY 
MICROMANIA 
M.C.LO THLORtEN 

WILL BE APPEARING SOON 



I J I J I I J 
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AVAILABLE FROM COMPUTER DEALERS NATIONWIDE INCLUDING 
COMET . W, H, SMITH . JOHN MENZIES . WOOLWORTHS . GREENS . SPECTRUM 



Van wd n't we it long, when you Order from USl 
Send to: MICRO SPEECH OFFER, P,O.BOX 1, 
or teteehone: NEWCASTLE (0632) S 2468 3 

Please send me MICRO SPEECH units. 

Name IPrint clearly) ..,„.„, 

Addresi ,., 



GATESHEAD N£fl 1AJ 



COMPLETE DETAILS ARE ON OUR LEAFLET 
PiCK ONE UP FROM ANY STORE 



* ....postcode ,,,„,,.,,,..., 

I enclose Cheque/Postal Order payable to "Micro Speech Offer" 

ut debut my Barclay card /Access account No [ [ I T | | J i j I I | | 

I UfMle.i5r.dr1d that I can have my money bacM inrnhin 10 rfeyi of purchase il I 3 m noi dehghi«d 
Pleaie allow 2l clayi f 0 r rjeuvary rrtonths parts and labour guarantee, 
Signed __ p _ ^ 



CURRAH 

^SPEECH 



ONLY 



£29.95 



EACH 



including M FREE SPEECH GAME "MYSTIC TOWER' 
,u COMPREHENSIVE MANUAL 
M DEMO CASSETTE 





EACH 



IVASONLY 
OBEYINK ORDERS 




ES ° COMPUTER G 



Basically (Cyril} the idea is that you man a revolving 75mm AA 
turret. Down on your head come the enemy para troops. Down on 
you r hea d come th e enemy para troops, d ropp i rig I ike lea ves fro m 
transporter planes. Blasi the swine! Actually, there's a major 
conceptual mistake here, since — for even the most biuerrely 
homicidal maniac — tne very idea of potting paratroopers in 
id nir is extremely repugnant. 

Anyway, a good touch now emerges, since the revolving action 
of the turret is very a ceo mp Us hed, that said, this is aboutthe only 
aspect of th e prog remits easy to like (do bear in mindthisre view 
re fers exc \u sively to t he Com morfore vers jo n.since we didn't like 
Paratroopers enough to run the other versions). You have your 
choice of mobi le or static turrets, by the way. 

Bu g C tx y emerg e s no t f a r i nto the ga me. A ce rta ■ j n com bi na 1 10 n 
of. lu rret move me ntandbla sti ng ca u se s a n appa rent mom en ta ry 
crash. Result: death, 1 assume this is a bug, since there was no 
apparent plot justification 

Every now and again a dirty great tank rolls through and 
crushes you to pieces — the result of allowing too many Red 
Devils to gel themselves groundbome. 

All m all an unsatisfactory game, with a Nuremberg-style I 
plotline and an unhappily bug^ifce habitof hanging upjustwnen] 
you don't need it. As if you'll care. — T.T 

Game: PARATROOPERS 
Maker: RABBIT SOFTWARE 

Machine! COMMODORE 64; SPECTRUM 48k/ 

Format; cassette 
Price: £5.99 
Bating: none 



...CUSUGjGLtGn 

.An entertaining not to mention 
Unbound version of that farml- 
for board game C^uedo, in which 
you play a detective all at sea on 
the luxury liner J Pacific 1 '- Any 
chances of a mid - Atlantic rom - 
ance are rapidly sunk with the 
arrival of an ominous telegram, 
It seems that there s a dastardly 
plot lo destroy the liner and alio n 
board, including HRH King 
David (gasp!). That fanatical 
loon Mr Sinister has slunk 
onboard disguised as a pas- 
senger and is at this very second 
busy planting an explosive 
device somewhere - Needless to 
say you must deduce his id entity 
before time runs out and the 
ship' s reduced to so much dr ift- 
vuood . There are three ri ddle s t o 
solve; the location of the bomb, 
the object it's disguised as 
[bibte? teapot? pram?) and the 
identity of Mr Sinister himself 
Once you have these three ele^ 
mants you use the 'Suspect 
nsutine. This will tell you rf any of 
your notions are correct- How 
eve; if you strike paydirt the 
computer won t tell you which 
element is right. You must solve 
the mystery by deduction . It's a 
nicely executed idea, with a 
multi player option that makes 
it a winner in the family fun 
department . If you ' re into board 
games this could be well worth 
investigating, - S,K. 

Qanidi DEATH CRUISE 
Milter: VIRGIN GAMES 
MacMosiDEAGOK 32 
Torroftt: cassette 
Price: £8.00 
Rating: KK 



K 


= Could Be Better 


KK 


= Could Be Worse 


KKK 


= Unsurpassable 





Game: SHUTTLEZAP 
Maier: DRAGON DATA 
MacJiine; DRAGON 3S 
Format: cassette 
Prices £12.95 
Hating: none 



VOLGA 
SPACEMAN 

WHEN YOU overtook the 
etude graphics; when you 
overtook that this game is 
for the unexpended V/Cj 
when you overtook the fact 
that ft has abou t as much to 
do with cosmonauts as 
black bread has to do with 
prat lets; then Cosmonaut 
isn't a had gams. 

it 's your basic running, 
jumping, standing stiff 
game. To free your trapped 
spacecraft you must 
descend through set/era/ 
stotrntrooper-infested levels 
and find the off 
switch for the tractor team. 
Lifts canned the levels. 
The stormtroopers shoot to 
kiH. 

OK for a wet afternoon R 3 
Game; COSMONAUT 
Maker? MELBOURNE 
HOUSE 

Machine; VIC 20 
rormati cassette 
Price: £5,93 

Bating: K . _ 




From the moment the go button 
is thumbed Bandits At 3 
O'Cfock shows its class. Two 
fig ures break from flight H Q a nd 
race for their biplanes which 
leap into the air (at a touch of the 
'climb' key) after a shorttake -off 
run. Then it's each player for 
h \m{ or he r \se If a s th e two planes 
engage in deadly dogfights. 

Only a shot to the propeller 
will down your enemy convinc- 
ingly. As the loser ploughs into 
the soil a gravestone marks his 
demise. Accumulate enough of 
these and your opponent s 
runway length is reduced 
making take of fs decidedly 
tricky. Nice touch. Seven kills 
and you're the victor. 



WEHRtt 



I Naff NASA nonsense that's 
guaranteed to induce interga- 
tactic sire yawns. As pilot of the 
s/owest space shut tie ever 
bolted together you must craw/ 
into the upper almoshpere and 
disable a fleet of hostile alien 
satellites Presumably by boring 
them out of the sides, it's a 
punishing task. Shuttlezap is in 
fact a futuristic Cousin to 
Dragon Data's other notable 
dodo, Jumpjet As before a rea- 
sonable concept has been sunk 
by the use of Basic, which is far 
too stow for this kind of pro- 
gram. Bui like its predecessor it 
features some impressive 
speech synthesis. Strange elec- 
tronic comments pester you I 
throughout the game, it's like 
having someone with a bad 
throat hanging over your 
shoulder. A pity the routines 
coutdn 't have found their way 
into a better game. All in aiL not 
the right stuff. - S.K. 



llf • nr 
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To this already good mix you 
can add tasty ingredients like 
flak, clouds, airship obstacles 
and night orday modes, all easily 
called up from an options menu 
- There s also a useful single 
player practice mode. I would 
have liked a fuil single player 
option but Bandits is designed 
for and best pfayed by two 
people. 

Bandits is one of those rare 
games that can be classed as 
sheer fun. It looks good on the 
screen (graphics J imitations of 
the electron aside}, is profes- 
si ona I |y p resented a nd h a s a very 
hrgh level of play value. An abso- 
lutely wizard game, chaps. — 



Game: BAOTIT3AT 
3 O'CLOCK 

Maker; PROGRAM POWER 
Machine: ELECTRON 
Format: cassette 
Price: &6.9B 
Rating; KKK 
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What would you buy if you could buy what you want — 
money no object? We asked a panel of experts to unleash 
their imaginations — and their greed. 




Projected cost: ArounrJElO 
billion (not including cost 
of satellite launch vehicles 
or VATl 




"Working each day with 
Imagines powerful Sage4 
mini computer [1 2 mb Win- 
chester disk drive and 1 mb 
RAM] on which wedevelop 
our games, makes coming 
up with a dream rig diffi- 
cult. But I think that at this 
time f would very much like 
to have a Sinclair QL, 
simply because it's the 
68000 based machine 
with the best instruction 
set- 

"To my mind the QL's 
only drawback is the Mic- 
rodrive storage system but 
someone is boundtocome 
up with a proper' diskdrive 
for it so that won't worry 
me too much. 

"With the basic QL I'd 
like a good quality monitor 



Ian Weather burn: 
Imagine Software 
programmer. 
Author; Zip-Zap 
and Afehemist for 
the Spectrum. 

and a printer — the inter- 
face isalreadybuilt intothe 
QL plus, of course, the 
better form of storage 
needed. 

"The QL is of course still 
a very new and unproved 
machine but I like the look 
of its graphics capabilities. 
Although it'sbeing pushed 
asa business micro the re's 
a lot of talkaboutgamesfor 
it. Some peopie have spec- 
ulated on super' adven- 
ture games, utilising the 
1 28 K memory. That 
remains to be seen. I think 
there'll be games equal to 
at least the best level on the 
S pect ru m to sta rt wit hand 
then they'll improve as 
people gain more 
experience." 



Projected cost: £1,000.00 



ed Rating: 
surprisingly low 



Greed Rating: 




M 







"My dream machine's a 
reality; the MB Games 
Vectre* mini-arcade 
game. And the reason is 
immediate addiction to 
their graphical games. 
Why was I lyrical about 
something which I could 
afford to buy for myself? 
Easy - because it's a con- 
ceptual leap forward over 
ather micro games in 
almost every department. 
And because supporting it 
is sure to bring on yet more 
software for it. 




"Vectren does what it 
does by concentrating on 
those three ingredients for 
which arcade games were 
designed: audiovisual 
stimulation; sucking-in' 
power to draw you m; and 
absolute control of the 
action. 

"It's down to the vector 
{or VECTor Resolution 
EXtra) graphics screen, a 
powerful joystick con- 
troller and sound output 
chips . . , and good ol' 
imagination! 

'You can have your 
videodiscs — I know 
they 're cartoons; that's not 
reality. I don't want more 
power, more memory — or 
even more colour. 

"I'm a man of modest 
tastes." 

(NB: Walton owns a 
£2.000+ Wang Word- 
processor Ed.) 



Projected cosl: £150 00 
[with software) 



Greed Rating: 

h umbie to the po/nt 




Justin Whittaker: 
freelance 
programmer. 
Author: The Lone 
Raider for Atari 
Home Computers. 

Given unlimited cash I'd 
like the top of the A tart 
Home Computer ra nge, the 
145QXLD with built-in 
dual disk drives (unforUj 
nateJy not on sale in Britain 
yet). To that I'd add a very 
high quality Sony monitor 
and an Atari 1027 letter 
quality printer. 

"Graphics are very 
important in writing games 
so to help mem thatareaJ II 
have Atari's Touch Tablet 
and the 1 020-four-colour 
plotter, for working out 
designs and printing out 
screens. 

"A speech synthesiser 
would come in very handy 
in do -buy my livings. I'd 
get the computer to read 
out the Irsti ng so that J can 
check it as I go along! 



J To make rny workmen 
easier I'll have a modem bo 
that I won't have to keep 
travelling up to Atari's offi- 
ces — HI just phone my 
games in! A Winchester 
disk drive would aJso be 
nice so that I never need 
buy another dtsk again. 

I II settfe, too, for a 
really responsive joystick. 
One called Le Stick will do. 
It has no moving parts. You 
just hold i t, move your hand 
around in the direction you 
wish to move the objects 
on-screen end mercury 
switches do the rest. 

"PureJy on the hobby 
side, I like music so f guess 
i ll fink in a synthesiser to 
my rig plus r 'or good mea- 
sure, a muJn-track mixer 
with which I can piay 
around with my 
compositions. 

"I thrnk thai' 1 1 do me lor 




Conimu&d on next paQe 




Si 



Tony Tyler: Editor, 
BigK. 

"I suppose it's indicative 
that what I ended up with 
— after throwing out a load 

of junk I may tell you was 
almost equally divided 
between practical use and 
pose won nine ss. 

"For the latter there's 
really no alternative to a 
Notebook Computer (so- 
called), of the Tandy or NEC 
8200 type, Computer 
hacks have lately taken to 
attending launches, trade 
fairs, etc with these lus- 
cious gadgets nonchal- 
antly under the arm — Ifke 
a Shia militiaman with his 
inevitable AK47. 

"I spend more time word 
processing than I do play- 
ing games, so my overall 
requirement is for a usea- 
ble wp system; then again I 
do spend quite a lot of time 
playing games, mainly 
adventures, so I also need 
some mainline computing 



ability plus commonality 
since without that there's 
not hkeFy to be many' 
adventure ga mes for me to 
play. 

"It's the latter that rules 
out the ACT Apricot r 
obvious choice as it is in 
every other way, So I think 
n has to be the Apple fie 
with an 80-column card 
and a brace of decent disc 
drives. And an excellent 
daisywheel printer. And a 
modem so l can be ready for 
the day when anybody else 
f know gets one, And a 
colour platter so that I can 
arrange screen dumps of 
all those graphic master- 
pieces \ know I'll never" 
write/' 




Richard Burton: 
computer innocent. 

J When weretalkingabout 
my dream rig we'retalking 
about love at fuss s yhi i 
speak of a computer that is 
yet to come (to Britain) — 
XhsAppte Macintosh. 

"When I clapped optic 
nerves onto this little 
beauty that was it, Jackf 
Everything —monitor, pro- 
cessor, disk drive - came 
packed in one neat plastic 
box. Add the fmagewnt^r 
{printer — another neat 
box), a lovely keyboard, and 
a cute little mouse and 
there was all I wanted. 
Even the software, word 
processor, graphics 
designer, spreadsheet, 
was bundled in and ready 



"As a machine code pro- 
grammer I'd base my 
dream rig around the BBC 
micro. It's blindingly fast 
and has plenty of interfa- 
ces with which to com- 
municate with other 
micros. Atop the Beeb 
wouldsita high-resulution 
monitor (for colour gra- 
phics and 80-column text) 
and on top of that a non- 
erasable laser video disc 
for storage, with a couple 
of Gigabytes per LP sized 
disc {who needs to erase a 
program when you've got a 
million megabytes to play 
with?). 

"Sticking out of the back 
of the BBC would bea 7220 
controlled Graphics 
Engine A 1024 x 1024 
pixel screen in 256 
colours, with hardware 
zoom and pan controlled by 
an Apple graphics tablet. 
This would be interfaced 
through the RS423 and 
have custom software to 
run itand wouldbe ideal for 
producing new game 
shapes and backgrou nds 



to gOr It just looked so good. 

"I'm sorry, but I'm one of 
those people that can be 
seduced by a nice piece of 
design work. A machine 
can be as slow as syrup or 
have a BASIC that requires 
membership of MENSA to 
comprehend, but if the 
design is aesthetically 
pleasing — it's for me I 

"As if I needed to be sold 
any further, when I actu- 
ally got my hands on a 
Macintosh the romance 
blossomed, l had the thing 
up and running, doing 
word processing, graphic 
work and printing out the 
results within 20 minutes, 
without even seeing an 
instruction manual. The 
mouse controller com- 
bined withon-screensym- 



"With the Beeb r s bui I t in 
mega-speed assembler, 
writing the code for a 6502 
system is an easy as pie. A 
Z80 and 16032 second 
processor (this is a dream, 
right?) would have other 
cross assemblersforallthe 
popular CPUs. 

Id use a battery- 
powered, hand- held, 
Microwriter with 64K of 
low power CMOS RAM 
and a microfloppy drive as 
a portable 'notepad', the 
contents of which can be 
downloaded into the BBC 
when I get home, or even 
through a built-in acoustic 
modem down the phone 
lines if l J m away 

"All this stuff is either 
available right now or 
could be built from parts 
available now. The catch is 
. . .the bill. Dream on!" 



Projected cost: £5,000 00 



Gre ed Rating: 
substantia/ 



bols made the whole 
machine just ooze 'user- 
friendliness'. Apple have 
even thoughtfully provided 
a ha ndy bag into which the 
Mac will pack. 

"Okay, it r s not a games 
machine. I'll take a Spec- 
trum and a Colecovision to 
fulfil those needs. Finally, 
to justify my dream rig, I'll 
have the best modem 
money can buy, access 
codes to all the world's 
largest databanks and 
unlimited free use of Brit- 
ish Telecom's interna- 
tional service!" 



Projected cost: £5.000 00 - 



Greed Rating: 
re pellent 




Outperforms any Spectrum interface 



The unique Turbo interface from Ram gjves you alf these 
features - and more - in one unit: 

ft A variety of interlaces including Rom cartridges two 9-way D plus 
for standard joysticks, PLUS full expansion bus at rear 

* Compatible with Kempston and Protek protocols, 

* Worte with latest Quictehot Mk Jl auto rapid-fire joysticks! 

* Choice of Rom cartridge or tape cassette software. 
■ - Ir&ant p^/am loading with cartridge software. 

* Built-in power safety device - unique to Ram Turbo. 

* Ful one year guarantee, 

* Immedrate availability - orders wiR be despatched within 2Sdays 
of receipt of order: 

* Incredible value -only £22,95. 

So don't wait around -simply complete 
thecoupon and send it to us today. 



Or call our credit card hot line on 02514 25252 (Access and 
Visa welcome). 

« i™ SS 1 0ectrmics M Ltd . ] 06 fleet Road r Fleet, Hampshire 
uUI3 SPA 



r 
i 



See us a 
Snow 

™ 20-22 



Please send me: 

Spectrum Turbo Interfaces) at £22.95 

+ £1 p+ p (overseas orders £3 p+ p) 

Quickshot II Joysticks) at £9.95 

(Orty when purchased with Turbo- normally £12.95 + £lp+p] 
I enclose cheque/postal orderor charge my Access/Visa far £ 

s 





l 



_ Tb: Ram Btdnttcs (Fleet) Ltd. 106 Fleet toad. Fleet Hampers GUI 3 BFft 

m mmfmmmm'mm Trac ^ e anci export e ™Pries welcome. 




GET OFF MY GARDEN!' 



FROM 

INTERCEPTOR 

S OFTWARE 



IANGRAY 



MUSIC BY CHRIS COX 
PRODUCED BY-RICH ARD JONES 




■ 
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icrcts i»' 



LIIMDON HOUSE, THE GREE! 



X. 




FROM 

INTERCEPTOR 
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BRILLIANT BODGES 



L^ST MONTH'S article des- 
cribed howtobuildan EPROM 
programmer for the BBC 
micro; this month s tells you 
how to organise your own 
assembly code programs so 
They can be used in the side- 
ways ROM system. 

Note that the sideways 
ROMs aren'i supported by 
operating systems of less 
than 1 .0, so J suggest if there s 
anybody left with 0,1 then 
graba 1 ^quick; youcan'tuse 
discs or the Wordwise up 
system without one. 

All sideways ROMs live in 
the address range &8000 to 
&BFFF, onlyonebeing 'active' 
at any one time. The number 
of the ROM Currently selected 
is determined by a latch at 
&FE30, and operating system 
commands exit to select a 
particular ROM. 

Although you can have up 
tofour sideways ROMs on the 
standard BBC, the operating 
system can handle up to 16, 
and 'extender' boards are 
available with empty sockets 
to make up the full 
complement. 

Paged ROMs are used fn 
several ways by the BBC. One 
is selected upon a 'ha rd'break 
or power up as being the 
currant language (usually 
BAS IC). The Jang uage ROM rs 
selected by scanning the 
ROMs from number 15 down 
to 0, and usrng the first lan- 
guage found. 




plonk the code in and hype, 
because the operating system 
has to know some vital facts 
about what the ROM isfor. Is it 
a language or a filing system 
ROM? What's the name of the 
ROM? 

So the first twenty -thirty 
bytes of each ROM are given 
over to answer these impor- 
tant questions. 
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Byte 

00-02 



03-05 

06 

07 



Whenever the language 
wants to talk to an IO device, 
say discs, it asksthe operating 
system (which is NEVER 
switched out) to do it. The 
operating syste rri note s which 
ROM called it up, and selects 
an appropriate specialised 
sideways ROM to do the dirty 
work. When the access is 
over, the specialised ROM 
(the FILING SYSTEM ROM) 
goes back to the operating 
system, which reselects the 
langauge ROM and returns 
back as if from a simple 
subroutine. 

For the moment, we'll 
assume you've got a machine 
code program you want to 
blow into EPROM and use in 
your machine like you'd use 
Wordwise. You can't just 



Contents 

JMP to language 
entry 

JMP to service entry 
ROM type fuse &81 ) 
Copyright pointer 
08 Version number of 
ROM 

09... Title string, printed 
if this ROM is 
selected as 
language 

xx-xx+3 Always 

&00,&28,&43,&29 
(C) 

xk+4 Copyright message, 
terminated by an 
&G0 byte 

The rest of the ROM is for 
your program. 

The service entry is a little 
more complicated. Whenever 
anything weircf or moment- 
ous happens inside your BBC, 
the Operating System sees if 
it can handle it itself, and if it 
can t it asks the paged ROMs rf 
they know anything about it. 
Each ROM must have a little 
rout me to answer questions 
put to it by the OS. This sub- 
program is the service 
routine. 

All kinds of strange 'servi- 
ces' are sent to the sideways 
L im, but only two 
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need concern us, the *HELP 
expansion service and the 
unrecognised * command 
service. 

Typing *HELPwilllista[fthe 
ROMs currentfy in your 
machine Iwith the exception 
of BASIC J, so we'ff want our 
new ROW to support this 

Whenever you type a 1 com- 
mand, the OS searches 
through its own little diction- 
ary of * commands it knows 
eg *HELP, 'TAPE. *FX. If the 
command isn't found it 
doesn't give up yet — it asks 
the paged ROMs if they know 
ine jnrecogmsed command 
Each ROM should respond to 
its own name in a ^command; 
for example Wardwtse can be 
called from BASIC by typing 
"WQRDW1SE. This wasn't 
understood by the OS r so it 
asked the paged ROMs if they 
knew the command, the 
Wordw/se ROM recognised it 
and hence selected itself as 
the current language. 

Service 

The OS communicates with 
[he service routine with the 
A,X and sometimes Y regis- 
ters. The Accumulator always 
contains l he S erv ice Type t ha t 
is being requested. A iero 
indicates that another ROM 
has already a nswered the ser- 
vice call r and the OS is just 
going through the rest of the 
ROMs as a matter of course. 
An &04 indicates an unrecog- 
nised * command has been 
made, and that the command 
can be found at{&F2),Y. 

An &09 meansthe user has 
jusl typed *HELP and can you 
please announce yourself. 
The rest of the line after the 
*HE LP is pomtedto by (&F2 ),Y, 
enabling the ROM to answer 



specific queries. Forexample. 
typing *HELP UTILS with the 
DFS ROM wilf teli you all 
about the DFS utilities. A 
"HELP <Return> means the 
ROM should respond with its 
name only, 

The X register contains the 
ROM number that the OS is 
currently looking at, from 0 to 
IS.ThecomentsoftheXandY 
registers should be 
preserved. 

Routine 

You should exit from a ser- 
vice routine using a RTS 
instruction with the accumu- 
lator set to zero if the service 
was performed by this ROM 
and shouldn't be offered to 
any others. If, as in the *H£LP 
instruction, the service was 
performed but should be 
offered to the rest of thepaged 
ROMs as wefl r or the service 
wasn't performed at all, the 
accumulator should be pre- 
served at the value at which it 
entered the service routine. 

An example ROM identifier 
section and service routine rs 
given in Fig. i , 

Sideways ROMs can also 
be used in the ROM filrng 
system mode. Yes, the ROM 
filing system! You can select it 
by typing *ROM (like *TAPE H 
*DISC) and ft works rather like 
the tape filing system, only 
you obviously can't save a ny- 
thingtoROM. 



Speech 



BBC owners who add a 
speech synth lo their micros 
also finally get to use the 
mysterious masked 'hole' on 
the left-hand side of the key- 
board. This is for use with 



work on the ROM filing 
system but aren't accessed 
the same way as sideways 
ROMs, Seriaf ROMs should 
be available shortly — that's 
an r Acom shortly' ... a new 
word for eons — containing 
extra word sata for the speech 
system (which badly needs it), 
as well as games and the fike 
from Acornsoft. 

More data can be bund on 
serial ROM protocols in the 
excellent Advance Users 
Gusde and Acorn do one of 
their great Application Notes 
on f- 



Before you rush off to look 
up the data and manufacture 
serial ROMs in millions, 
remember that only people 
with the speech synthcanuse 
the serial ROM capabrFity, 
which ain't many. This may 
account for the reticence of 
Acorn re: serial ROM soft- 
ware fin sharp contrast to the 
prompt and efficient service 
they are justly renowned for). 
Yea h The moral of i he story is 
do your ROMsoftware inside- 
ways format for now. 

When developing your soft- 
ware to run as a sideways 
ROM it is more than a little 
wise to pfug in a "sideways 
RAM r so that every time you 
make an alteration you don r t 
have to bfow a new EPROM 
. An 8K wide 6264 RAM 
chip is pin-compatible to a 
2764 EPROM and can be 
plugged into some sideways 
ROM expander boards nota- 
bly Waif crdElec* run ics' board 
and the Sir Version 2 board 
You can't just plug it into a 
normal sideways socket. 



Sideways 



The program in Fig. 2 works 
like the TV programs in Goad 
Your Code (last month), 
assembling source files one 
by one — only insteadof send- 
ing the machine code to 
another micro or storing iton 
disc, this program stores it 
instead in a sideways RAM 
chip, The socket number that 
the ram chip is in should be 
put rnto the variable SOCK. 

Note that (he BBC will only 
talk to ROMs that were in the 
machine at the last BREAK, so 
you may have to hit break 
before the BBC will recog nise 
that your RAM-ROM exists. 

Rum r eh? 



SUFFERERS 

from hi-tech para no i a on this 
or any other subject should 
write to: 
ANDY GREEN 
BIG K. Room 2026. 
IPC. King s Reach Tower, 
SE1 9LS. 



0 REM ADAPTED FOR VIC BY H* CQLE 
10 0=36873: FOR J =0-1 TO 0+2: POKE 
: NEXT sFOKE J, IS 

PR J hi 1 "I CLEAR „ DOWNS J "TAB (6) "CRVS3 
W4^I ATURE"SPCU!!j ) 11 GOLF [ ft VOF F 3 " 
:FOR J-I TO 2100: NEXT 
ftt°" " ; BS- AS + 11 C LEFT 6 1 IH 

: Z=SQR<2) /2: PRINT" [CLEAR, RVS, 
DOWN 18 J "AtAifcAt" 12 "j 
PRINT 11 [RVSDDIRECTION CRVUFF J 11 A* H 
tRVSJ PI . 5STREMBTH tRVGFFLTAt" 
[RVS39 PJ 3"; 

PR i N I 11 L RVS ] HOLE [ RVGFF ]0C RVS J 
PAR CRVQFF 2 [RVBI 

■ — ■ STROKES LRVUFF3 tRVSJ 
tRVGFp] [RVS] P6 CUP5H" 
R=30720: T-6743: F-=1:F0R J=38796 TO 
3B905: B=0: IF FM6 THEM B^6 
POKE J,B:F=F+1:EF F-23 THEN F~l 
NEXT: POKE B1B5, 160 
90 POKE G+4, PEEK<T> : T-T+l : E1=FEEK (Tl 

iFOR J=76B0 TO 8075: G-M 
100 T=T+1:B-PEEK(T) : IF B<B THEN I1=B 

;Q=M:GOTG 100 
110 IF B<16 THEN 1 Q-B-B: GOTO 100 
120 IF B>225 THEN K~Tt T-5974+3KB 

:GOTO 100 
130 IF B=28 THEN T=K:GOT0 100 
140 IF BM2S THEN A*=160: F=B-1 29 

; GOTO 170 
150 IF B<28 THEN A-PEEK (6615+B) : F-0 

: GOTO 170 
160 B=B^9: A«FEEK( 6642+B/2< t) 
:F=B-20*lNT(B/20) 



20 



30 



40 



50 



60 

70 
80 



170 FOR B<=0 TO J+F:POKE B, A: POKE B+R, Q 

; NEXT :J-J+F: NEXT 
ISO POKE H1.34 1 PEEK (T + l ) iM^PEEK (T*-2) 

: N^PEEK fT+3) :PGKE BL47, PEEK 48147) +1 
:T=T+4:A=126 
190 F=32?W=F: X=M+RND( 1 > /2: Y=N+RNU 1 1 ) /2 
:P=7657+22*N+M:K-PEEK(P+R> I POKE P, A 
: POKE P+R, 1 
200 PRINT TAD (32 ) B*" [ DOWN] "B* 

3 B09UB BOOsPRINT TAB (32) ; : POKE 0,0 
lPQKE 0+2,0 
210 GOSUB 930i IF J>13 THEN PRINT" ClfPS J 

" : GOTO 200 
22G B=-J*/6; PRINT" CUPS]" 

! PRINT TAB (54) ; : POKE 8130,63 
230 GG3U& B30:IF J>IO*THEN PRINT" ELUP5] 

":PRINT TAB(54)B*3 ; GOTO 230 
240 POKE 0,232:,1=10#J+7M*J 

: C=t>l r E-E + l: GGSUB 800 
250 PR INT " [RVS ] 11 A*A* At " 1 2 

: V=YsU= X 
260 S^O;POKE 0,0; POKE 0+2,0 

i IF F=32 THEN 630 
270 IF F~99 THEN 410 
280 IF F-100 THEN 430 
290 IF F=10l THEN 450 
300 IF F^1G3 THEN 470 
310 IF F=78 OR F=77 THEN 5*0 
320 IF F*233 THEN 530 
330 IF F=223 THEN 510 
340 IF F=lu5 THEN 570 
350 IF F=?5 THEN 550 
360 IF F-174 OR F-2LS THEN X-U 

: GOTO 650 
370 IF F=160 THEN Y=ViGGTG 650 
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350 IF F°8i THEN 610 

390 PUKE 0+2,200: IF F-102 THEN 490 
400 IF F-127 THEN J=0 : 3=3: GOTO 630 _ 
410 EF CDS<B>>-0 OR Y-N>.5 THEN 630 
420 B--B:GDT{] 620 

430 IF CDS<B)<=0 OR Y-N<.5 THEN 630 
440 E«=-B: GO TO 620 

450 IF SIN(B> >■=[> OR X-M>.5 THEN 630 
460 tBz GOTO 620 

470 IF SINCBX-0 OR K~N<.5 THEN 630 

490 E?«-ltB:GC]TfJ 620 

490 B=B+*RND<TI) 74-/8: J^J-14 

: IF J< 1 THEN S=4 
500 GOTO 630 

510 IF CP8CDKZ AND SIW<B) >-Z GG VP 630 
%m SOTO 560 

530 IF 5IN<BKZ AND COS (£0 <Z GOT □ 630 
540 GOTO 530 

550 EF CQJ5 (B) >-Z AND SINlBKZ GOTO 630 
560 &=/2-B:GGTD 620 

570 IF 5IN(B> >-Z AND C0!3(B) >-Z GOTO 6 

30 

580 B=3*/2-6;G0TC) 620 

590 IF P=D THEN 630 

600 ON F-76 GOTO 560,580 

610 POKE 0, 140: J-J-8. :B=&+tRNDU I ) /9 

"718: IF J<4 THEN 5=2 
620 POKE □„ 215: J=J-3 
630 POKE D s W:POKE D+R,K:FGKE P,A 

SK=F£EK(P+R> iPOKE P+R s 1 s W=F ; D=P: Q=A 

; IF J< 1 THEN 730 
640 J-J-L;V=Y:Li=X; Y-Y+. 49KC0S ( BI 

: X = X * . 49*5IN (B) 
650 M=INT (X) :N=INT (Y ) = P^7657+22*N+M 

: A=PEEKf6649+lNT(2* U-M) >+2*INTc2* 




PRINT "CHUF1E] 



AND fk=Q THEN 640 
NM8 THEN V-Y-,5: SOTO 6S0 
N<1 THEN Y=Y+.5:GtTI"0 650 _ 
H>22 THEN X»K-.5iGG'T0 650 
M<1 THEN X=X+.5j GOTO 650 
POD THEN F=PEEK<P> 
260 

2 THEN 770 

THEN PRINT" [WS] 
IN SANDERVOFF, UP! 11 
THEN PRINT" CRVSJ 

WATER - 1 STRGKErLfP]":E=E+l:C-C+l 
S B»+6: GOTO 640 
760 GOTO 200 

770 FOR J=0 TO 9; POKE D » PEEK 1 6622+ J > 

:FOR K«l TO 1 00: NEXT ; NEX T 
7 GO IF PEEK (0147 ) -57 TH 

GAME OVER": END 
790 C=OiGGT0 90 
000 S«ls IF E>9 THEN S"0 
510 D-9: IF C>9 THEN D-B 
820 PRINT TAB <D) C 5PC <5 > E" £UP5 1 " 

: RETURN 
830 F*»" FOR J-l TO 6 
540 GET F*: IF FH=" "THEN 540 
850 IF VAL(FS>=0 AND F*< >"0 ,r AND FtO" 

, "THEN £170 
860 P«=F*-<-F*: PRINT F$f : GOTO 920 
S70 IF ASC <F*>< >20 THEN 900 
8!30 IF J-l THEN 840 
890 PRINT" ELF.FT2 1 ELEFTJ " f i J=J-2 

: P*— LEFT* <F* t LEN <P*> -1 ) : GOTO 920 
900 IF ASC (F*K >13 THEN 540 
910 PRINT" : j^h 

920 NEKT: PRINT : J— VAL (P*) : RETURN 
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GOAD YOUR 

CODE... 




. . . the 6502 Way. In the second part 
of ANDY GREEN'S series, he sh ows 
you how to adapt BBC code for ORIC, 




IN LAST month's 'Goad Your 
Code' we set up the 'A' assem- 
bly control programs for the 
BBC r and examined how to 
use the assembly system. 
This month we'll see how to 
connect up your BBC to an 
Oric 1 or Atmos, and make a 
start on the example game. 
For reasons of space it's bee n 
decided to drop the Comma- 
dare 64 as a target micro and 
instead concentrate on the 
BBC itself and the Oric/At- 
mos as a 'token' target micro 
The best way to transfer 
data between iwo computers 
is to use a parallel interface. 
This is a round ten times faster 
than an AS232 link and 
almost every micro has a 
parallel interface of one sort 
or another while very few 
fncJude RS232 as standard. 

For the Oric or Aimos, then 
you'll need two 20- way IDC 
(Insulation D spla cement 
Connectors) sockets and a 
sharp scalpel. Connect upone 
socket to one e nd of the ribbon 
cable, squeezing heavily with 
pliers to close upthesocketon 
the ribbon cable. Note the 
littfe arrow which points to pi n 
one on the socket and make 
sure that the red stripe on the 
ribbon cable goes to that pin. 
Thisend istheendthatgoes to 
the BBC's user port on the 
underside of the machine. 
Mow take the other end and 
slice it up as a Figure 1 . fitting 
it into the other IDC socket as 
Shown in Figure 2. 



The second socket goes to 
the 'Printer' port on the One. 
Mote that IDC sockets have 
little bumps on one side, so 
you can only insert them one 
way. 

Since the first article was 
written I found out a better 
method of getting the data 
into the Oric or Atmos, so 
you'll need to use the prog ram 
in Figure 3 as the 'A program 



of the program in the 
first article) if you are not 
using [he BBC as (he target 
machine. 

Okay; a quick overview of 
what needs to happen to get 
your program running on the 
Oric. At the start of a session 
you bad in a special down- 
loader program into the Oric 
off cassette (details follow) 
that enables the One to 
receive data from 
link we just built. 



Whirring 



Start up the 'A' program on 
the BBC by pressing f9 then 
f2. The disc drive should start 
whirring as the 'A' program 
loads up each source file and 
assemble it. Afjc-r me disc 
drive starts up, press CAL- 
#9700<Reiurn> on the Oric 
to execute the down loader 
program, 

As the BSC assembles each 
source file on the second pass 
it sends the object code down 
the lead we just built into the 
Oric, where the down loader 
program accepts each byte 
and stores it in the correct 
location. When rt's finished, 
both the BBC and the Oric 
return totheir Basics. You can 
now use the CALL statement 
on the Oric to execute the 
code you've just downloaded 
from theBBC It's quite a good 
feeling to see your first pro- 
gram — all written on a BBC — 
working on the Oriel 

The downloaded written in 
machine code, is created by 
typing in the program in 
Figure 4 on the Oric. As you 
can see from the listrng, the 
code that this program pokes 
in sta rts a c & 9700and goes on 
to S9789 After running the 
program, CSAVE 
r -D'\Atf9700 r E#978A io 
make a copy of the down- 
loader to tape From now on 
you 'II on ly have to CLOAD the 
down loader from tape and 
CALL#9700 to use it. 



FIG 1 Cutting pattern for OR IC end of ribbon cable 




position for 

If you are writing for the 
BBC, then you won't have to 
worry about such hassles as 
special cables , . . the object 
code is stored on dfse as it's 
assembled on the second 
pass, and all loaded in and 
executed when you hit f4. 

Right! Now the assembly 
system had been set up, let s 
think about games in general. 

Knowhow 

FOR THE last five years, 
almost all major new trends in 
computer gaming have been 
sei by the arcade machine 
manufacturers, the coin-op 
companies. Let's face it , . . 
most of the games available 
for home computers have 
been nothing but pallid imita- 
tions of the arcade originals. 
From Space- Invaders to 
Donkey Kong, the coin -op 
people made it first, 



ORIC end of ribbon cable 

Recently several software 
houses (notably Ulitmate and 
Imagine} have brought out 
'original' programs, but even 
some of these bear more than 
a little resemblance to their 
arcade siblings. {Arcadia, 
Eugene?) 

Some people see the home 
computer 'arcade-style'game 
market dyi ng very soon. They 
do have a point — to a limited 
degree. People will very 
qurckly tire of buying awful 
Basic programs packaged in 
pop art r but I suspect that | 
there will always be a n iche in 
the ma rket for the new r good, 
fast and slickly balanced 
arcade-type game ... a very 
large niche, 

With more memory and 
faster processors available 
each year, games are going to 
become more and more cum- 
plicated and much more inter 
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PROGRAMMABLE 
JOYSTICK 




Works with 
QUICKSHOT H & 
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Recognised as the only true Hardware 
Programmed joystick interface this product 
offers all the features associated with such a 
design. 

You can use my Atari-compatible joystick 
controller with any software for your Sine- 
Is!* Spectrum or ZXfil , not just those with a 
Joystick option. 

Movement of the joystick, is, recognised by 
the computer exactly the same as prising 
the appropriate control keys, and can there- 
fore give the most immediate response to 
that movement. The hardware programmed 
design works with uU possible key-reading 
methods, both BASIC and Machine Code, 
Eight directional movement, with or with- 
out the fire button being pressed 1 can be 
achieved by only programming (he left, 
right, up, down and fire keys required by 
(he game. 

Programming is achieved by 3 two-digit code, 
which is looked up on the Programming 
Chart supplied,, for each direction and firing 
button, These two numbers are then sel- 
ected on a pair of leads which arc clipped 
onto appropriately numbered strips on the 
interface. 

Once configured t his can be marked onto a 
Quick Reference Programming Card for 
storing with the game. As the programming 
is nor power dependent the interface can be 
immediately used when next switched on. 
The keyboard remains fully functional and 
can be used simultaneously with the joy- 
slick, 

An integral rear expansion connector means 
there is no need to remove the interface to 
connect other peripherals. 

NBu A recent design improvement now 
means that the A GV Programmable Interface 
works with the new Quickshot Li rapid 
"Auto Fire" feature. 




Programmable Inicrface Module a*. Mus- 
t rated, complete with clip- on program- 
ming leads. 

Self adhesive programming chart detailing 
how to define which key is simulated by 
UP, DOWN, L F. FT, RIGHT, and FIRE. 




One pack of ten Quick Reference Pro- 
gramming Cards for at-a-glance setting 
to your games requirements. 



A/7 r- a.-- 
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12 months, guarantee and full written 
instructions. 



KEY 

FEATURES 

* Programmable design gives TOTAL soft- 
ware support. 

* Accepts Atari, Competition Pro, Wico> 
Starfighter, Quick Shot, Le Stick etc 

* Rear extension connector for all other 
add-ons, 

* Free demo program and instructions. 
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NEW IMPROVED GRIP : BUILT IN STABILIZING SUCTION CUPS 
TRIGGER FIRE BUTTON : RAPID AUTO FIRE SWITCH I TOP FIRE- BUTTON 

ACF Hardware, Bognor Regis, West Sussex PQ22 VHY. Telephone: (0243) $.23337. 

Please allow up to SB days for delivery. 



FROM: MR/MRS/MISS 



ADDRESS 



SEMD CVMO. {NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT BK r 



FREEPOST, BOGNOR REGIS, WEST SUSSEX, P022 9BR. 
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ITEM 



PROGRAMMABLE INTERFACE 



JOYSTICK(S) 



PACK(S) QUICK REFERENCE CARDS 



ZX81 □ ZX SPECTRUM □ Please Tick 
DEALER ENQUIRIES WELCOME EXPORT PRICtS ON APPIJCA TION 



ITEM PRICE 



27.95 



12.95 



100 



FINAL TOTAL 



TOTAL 
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General Sir Jeremy 
Moore, Falklands victor, 
reviews some r\\—^\r^ 
electronic ll \ \\ 



^ [kriegspiefs . . , 



MA JOR-GENERAL Sir Jeremy Moore, QBE, MC 
and Bar was the Royal Marines amphibious and 
winter warfare specialist chosen to command 
the UK Land Forces in the J 982 campaign to 
retake the Falkland islands from Argentina, That 
campaign was hailed as a brilliant and humanit- 
arian use of force in pursuit of a legitimate 
pohticai objective, and General Moore himself 
was widely seen as one of its major architects — 
though, as he is the first to point out, he was 
assisted in the repossession of the Falkland 
Islands "by about ten thousand other people", the 
sguaddtes and sailors for whom he clearly has the 
most enormous respect 

It was therefore with some understandable 
hesitation that we approached htm with the idea 
of asking him to visit BIG K's offices and play — 
and then review — a few representative compu- 
ter war games. To our delight he readily agreed, 
and as a result spent a February afternoon and 
evening taking on — and trashing, let it be said— 
the state of the kriegspiel art {so far). 

The games we chose to show him were 
Leg r on aire {Aval on Hill); Stonkers {Imagine}' 
Eastern Front {Atari), and Battle of Normandy 
{Strategic Simulations): one ROM r two cassettes 
and a disc. {We were a/so planning to show 
Computer War and Confrontation, but the 
former went astray in the post and the fatter, by 
Lothlorten, unfortunately failed to load, despite 
havmg run perfectly the previous night A las. ere.) 

General Moore tore into each game with a 
vigour that — we suspect — was not wholly 
martial {We think he enjoyed himself.) You can 
read his comments on each game, as well as one 
or two other related matters, elsewhere on these 
pages 




ON THE ETHICS OF IT ALL 



"I'm certainly not in favour of glamoris 
ing war, because the fast thing war is is 
glamorous. It's sordid and unpleasant. A nd 
any game that didn't base Itself round the 
premise that war is both morally wrong and 
generally undesirable would itself be wrong. 
Nevertheless, wars do occasionally have to 
be fought from time to time. 

tf i don *t think any sort of game makes war 
respectable. A s long as it is seen as a game. ,T 
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(Imagine] 



Technically successful 
transference of the large- 
format strategic wargame 
onto one-half of a Spectrum 
screen. Relatively shallow in 
content it nonetheless is 
visually excellent (for a 
Spectrum) offering a 
genuine zoom facility . Scrol- 



ling is also available and 
operationally smooth. Gen- 
eral Moore dabbled politely 
but the game title itself, 
whi c h f o r some re a s o n keeps 
reappearing via a sort of tick- 
ertape device, made him vis- 
ibly restless, He thought his 
son might enjoy Stonkers. 



(Th* s you've *hL QSS as 




Also a Crawford design — in fact it was chosen to\^ 
illustrate two stages of a single idea — Eastern Front has 
lepJotfrne of Tigers in the Snow — i.e. the 1941 German 

i y 3 ft i n n rtf Ruccia - n r»o r =t i r-i h-h Et i-k f-.-, ^ 



IT 



theplotfrne of Ttgers tn the Sno w — i .e . t h e 1 94 1 Ge rma n 
invasion of Russia: Operation Barbarossa. 

Our guest rapidly grew involved in the easy*to-grasp 
mechanics of this spectacular game: Guderian-like, he 
punched massive holes through the massed tanks of the 
Red Army and drove through the Byelorussian plains 
towards Moscow, The sound and fury of the action were 
— | accompanied by a fascinating commentary on 
h; "nf rhrhrrnrr ' 



a I event. 
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Let excitement 
Travel to Alpha 

Command the ground missiles, or join the 
shoot-out at the O.K. Corral! 



SOFTWARE INVASION 

nt Invade your home computer! III Im 

ha Centauri. Enter the Vortex. ■ ■ ™ » ■^■■PB ■ V ■ ■ ■ T 

• I 

ghooee I 

Nit- muvemenl oi die saionEt-tar door was all ttii warning he needed' Ac th E 
apee-d dJ Mghi aishMd trailed inward his halsier, w h,|* a »x* sense ubjirmd him oi die t™ 
floor window ... 3D ACTiON, SOUND EFFECTS, BfcAUTJEUL GRAPHICS BSC MOO EL ft 

E7.95 CASSETTE £11.35 DISK 

!il>li0tfll ALLEY 

■ die continued dimder of the h issing ground mis* los hid long, now deafenpr* him ■ inleas he 
m h*d spine of those bonfaan dawn she flatt; rn die smell itnwrti id water wtt a dsck. 

30 AGTHJN. S0U.NO EFFECTS, SEA UT I HJL G fi APHJC £ BSC MODEL B fltt CASSETTE £11 » OISK 

OTTCKKOfl . _ *J 

,., he puncead tiw Itey. end the tpnirol monilof filled wnti rfia (vic-cnre of bog-eyed wrapt attacking 
from their valcanic nasi: decisive^ be dived iti dieieff a„y hi» | flser pn bum into ^Hwi 

" EXFIOSJVC SOUMft EFFECTS 8BC MODEL E 1 ,'.35 CASSETTE £11 95 DISK 
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>trifautors. Multiple Store and 
Retailer Group inquiries Invited. 
Available from WH Smith, HMV. al 
Spectrum shops and over 500 reti 
outlets in the U.K. 
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Many computer games 
depend entirely on good 
grapMcs for playatiility. 
In addition graphics pure 
and simple axe emerging 
as the fastest developing 
form of computer art. In 
thia first of an occasional 
tutorial series. HICHAHJD 
TAYLOR — designer of 
CKL's ZX81 High 
Resolution and, more 
recently, the Fifth 
games-writing extension 
to Sinclair BASIC — 
explains some routines 
both ancient and modern 
ontheSIHCLAIR 
SPECTRUM. 

Want to know how to 
draw a 3D object on the 
Spec and then rotate it? 
Read on, Hackduff . . . 



THE COMPUTER on which 
th is article conce n t r a t es is the 
ZX Spectrum. Programs listed 
here are, except Listing 8, 
short and simple and lend 
themseJves welf to conver- 
sion to other machines. The 
rest will work equally weJi on 
both 1SK and 48K machines. 

Sincfarr BASIC has a rather 
limited vocabulary of graphic 
commands — namely PRINT 
PLOT. DRAW and CIRCLE. 
Matters are not helped by the 
relatively sluggish speed of 
Sinclair BASIC which makes 
movement and animation dif- 
ficult — and nigh impossibly if 
you intend to animate more 
than a couple of objects 
simultaneously. 

Theonly real solutiontothis 
fundamental problem is to 
write programs in machine 
code for the sake of speed. 
Another possible alternative 
is to use a faster language, 
such as FORTH or PASCAL, or 
to use an extended version of 
BASIC that h specifically 
designed to hand le animat ion 
and movement. 

Static 

For these reasons I'll con- 
centrate mainly on static dis- 
plays rather than their 
animated counterparts. The 
four commands and the 
numerous mathematical and 
graphical functions of Sinclair 
BASJC represent about the 
minimal requirement to pro- 
duce anything worthy of a 
machine J ike the Spectrum. A 
surprisingly small amount of 



BASIC can often produce 
quite stunning displays. 

Listing 1 illustrates (his 
rather nicely. This subline 
BASFC program produces a 
finely detailed regular pattern 
which looks quite attractive 
even without the use of 
colour. The basic of the pro- 
gram is the drawing of lines in 
OVER 1 mode. As you wiJl 
[naturally) recall from chapter 
17 of the BASIC manual, 
OVER alters the behaviour of 
the graphics commands. 
Instead of just plotting a pin- 
point by making it the ink 
colour, irrespective of the 
pixelspreviousstake, OVER 1 
changes this so that a pixel is 
set to the ink colour jf it was 
previously the paper colour 



Excellent 

The use of OVER 1 can 
produce some quite excellent 
effects, especially if many 
fines are drawn in close prox- 
imity to one another. 

Listing 2 produces a sim i fir 
sort of pattern but itiseircular, 
rather than the less inspiring 
rectangular shape. The patt- 
er n i s c rea ted by the ef fee ts of 
lines radi ating from the centre 
of the circle to its circumfer- 
ence, at a one-degree spac- 
ing; 360 lines in a 1 1. The white 
area around the centre of the 
circle is caused by the numer- 
ous Jines originating from the 
centre interacting with one 
another to leave, in the main, 
just the white paper colour. 
The whitish areas around the 




10 PLOT 12:6 T 9Ba 
FOR y^O TO 360 
20 LET r»»a7*SIN 
<l0*y/t8O#Pl) 
30 DRAW 12B+r*C0S 
(y/i90#PI) -PEEK 
23677 T BB+r*3lN 

<y/lBO*PI)-PEEK 
2367S 

40 fclEXT y 



edges of t h e c i r de i s cs u sed by 
tfte gaps between the lines 
drawn from the centre. 

A useful advantage of 
DRAW is the abii ity to prod uce 
curved lines between two 
points. Listing 3 provides an 
example of this. You might 
notice a slight pause preced- 
ing the drawing of each 
curved line This represents 
t he ti m e used b y t h e c ompu te r 
while it is 'number crunching' 
in order to work out wha-t the 
line mathematically looks 
like; something the computer 
has to do before it ca nactually 
draw the line. 



Listing 4 produces a sort of 
rosette shape. The program's 
slowish speed is a result of the 
large amount of mathematics 
that has to be done to produce 
the shape, especially calcula- 
tions involving SIN and COS 
which are not particularly 
quick executing functions at 
the best of times. Listing 5 
produces a detailed spiral 
pattern. Again, the large 
usage of the SIN and COS 
functions slow down the pro- 
gram considerably. 

In both listings 4 and 5 the 
expressions PEEK 23677 and 
PEEK 23673 are used, PEEK 

23677 simply returns the cur- 
rent x coordinate and PEEK 

23678 returns the current y 
coordinate. These s and y 
coordinates detart the point 
from which the DRAW com- 
mand will draw a line, if you 
are converting Jhe programs 



to another machine then you 
will have to replace these 
expressions with an 
equivalent. 

The sixth listing is a pro- 
gram which enables you to 
draw regular polygons — 
shapes bounded by straight 
lines of equal length. When 
RUN, the program will prompt 
you for the number of sides 
the polygon should have. 
Numbers greater than about 
20 result in polygons with 
such short lines that the 
shape looks more like a circle 
than a polygon 

Listing 7 also constructs a 
polygon but this time each 
point at the end of a line is 
j o i n od to e ve r y po i nt at t he a nd 
of a line to produce a surpris- 
ingly detailed and intricate 
pattern. This pattern can be 
easily altered by having polyg- 
ons with different numbers of 
sides. Becarefo! inyourselec- 
tions however as polygons 
with less than about b' sides 
result in simple and uninter- 
esting patterns. 



object which can be sliced 
vertically through its centre at 
any angle and will result in 
two identical slices. An exam- 
pie of a body of revolution is a 
bottle. This property, common 
to all bodies of revolution, 
g rea tl y si m pi if i e s th e e nte ri ng 
of theshape intothecompuier 
via the keyboard and a Iso sim- 
plifies the algorithm used for 
constructing the object i n 30. 



The final prog ram, shown in 
listing 8. draws what is 
termed a 'Body of Revolution' 
in full 3D perspective and then 
preceeds to rotate it through 
360 degrees at a fast rate, 
using a "memory eating' ani- 
mation technique. Unfortu- 
nately, this program will only 
work on the 4BK version of the 
Spectrum, A body of revolu- 
tion is any 3 -dimensional 



When the program is RUN 
you have to build up a profile of 
the object by entering a 
sequence of x a nd y displace- 
ments. The y displacement 
must always be positive but 
the x displacement can be 
negative or positive Basi- 
cally . the n u mbe rs a re re I at i ve 
displacements fas used in the 
DRAW command) from the 
Jast point plotted (Initially at 
the bottom of the middle of the 
screen) to the end of the line 
you wish to draw. Although 
the numbers are only really 
controlling the rig ht hand side 
of the screen, a mirror image 
is automatically drawn by the 
computer on the left band side 
of the screen to help you get a 
better idea of what the object 
will look like, if you type 79 0 - 
60, 1 0,-5,25,50, 1 0, 64 r 0,200 
in reply to the prompts then a 
suitable 3D object will be pro- 
duced. In order to be surethat 
the object will always stay 
within the boundrres of the 
screen when drawn i n 3D, the 
total width of the object must 



not exceed BO pixels and the 
height is limited to 50 pixels. 
In this way, you build up the 
outiine of the object. 

After you have typed 200 in 
reply to the request for the x 
displacement, the program 
continues on into the next 
stage. Your object is built up 
on the screen in full 3D pers- 
pective eighttimes. Eachtime 
it has been rotated very 
slightly compared to the pre- 
vious construction. The pro- 
gress then proceeds to rotate 
the object at a quite fast and 
smooth rate, using a simple 
but very effective machine 
code routine, All the machine 
code does is to recali 4K of 
screen data back onto the 
ma i n scree n at a ve ry fast ra te, 
making the change appar- 
ently instantaneous. There 
are eight such screens and as 
each occupies 4K of memory, 
a full 32 K is used for this 
purpose. This explains why 
the program will not fit on the 
16K machine. 



Expanding 



Computer graphics isa very 
wide subject that seems to be 
rapidly expanding all the time 
as new uses for graphics are 
foundand new techniques for 
producing them are disco- 
vered. TheSpectrum is hardly 
in the computer graphics 
league table but, neverthe- 
less, it is capable of some 
quite advanced and sophisti- 
cated work. 

Next month: ATARI 





10 PLOT 1 26 T SB: 
FOR y=0 TQ SOOO 
STEP 5 
20 LET 

r=0.5*ty/lG0*PI> 

30 draw 

i2B+r*CdS 

<V/1B0*PI ) -PEEK 

23f>77 T BQ+r*SlN 

<y/lBQ#PI> -PEEK 

23A7B 

40 NEXT y 



10 [NPUT "Number 
of si dfif s"? "; a 
20 FDR h=0 TQ 
35*? STEP 360 /a 
30 LET 

*=i2B+B?*c:05 
Ib/1B0*PT) 
40 LET 
Y=BS+a7*£ 1 N 
{b/lBQ*PI> 
SO PLOT K,yt IF 
bOO THEN DRAM 
IwtH-K f J*«ty^y 
£0 LET 1 dstx=x s 
LET lasty^y 
70 NEXT b 
SO PLOT «,yi 
DRAW 2t3-x t 8S-y 




PAPER 7. JEN* 0 



BDP&ER 7; LET 



10 INPUT 
sidea? M |a 
20 IF a,l QR avOEHT 
a THEN GOTO 10 
30 Din au,2)! LET 
c-1 

40 FOR b~0 TO 359 
STEP 360/* 
50 LET 

ate, U-L2B+COS 
fb'IBO*PI)*B7 
fcO LET 

a<c T 2)=GB+SIN 

(bMBOJPIMSJ 

70 LET c-c+li NEXT 

b 

BO FOR b-1 TO a 
■JO FUR c-1 TO a 
100 PLOT 
aibjl) 1 alb,Z) 

110 DRAW 

*<c,l)-«lb,n T a4c,2 
l-a<b,ZI 

l?Q NEXT c 
130 NEXT b 



10 CLEflfl. 34004: 
CLS 

30 G-O SUB ffBBff, 

30 LET i E=SIH 

4-0 LET fl* = " H " 

■SB LET *»0: LET" <J ■* 

B-Ei PLOT £±?,0: PL PT 126,9 

Ta I HP LIT "X rfiipL»cea*nt 
Ltn end 3 "ixx: IF xx mglfa THEH SO 

rc 

(50 Xr xtxx < 0 OR > +y< ; 76 THEN £ 

0 TO 7ft 

ge Input -v L*{f*trt( -;uu 

100 IF yac^ THEN SO TO S0 

110 JF vy*vi+-9 THEN -^O T.-i Jf 

Lao pl,OT ise^.y; DRflU XK,yy 

130 PLOT 127-X.W: DRPU ->!X H <1V 

14-0 LET X =X +* n : LET *j=M+yL| 

1&0 GO TP 7B 

1000 CL3 . t>xn j fie,s^ 

1010 FOR *«0 TD 7 

I. BIS 0 DC 3MB -ItS BO 

2B3D OO SUP SOCH3 

10-3B CLS 

" B 4- O NEXT p 

rOJ! I TO H40 STEP 

IBEifl POKE 3C1U>I; RBHC-PHJJE USE 
IB 

1070 NEXT a: GO TO 10?0 

3000 FOR h=l TO LEN *$ STEP 3 

3910 LET x=CDI>E 31 I CO 

S030 LET f-CODC IftbtLL 

3060 NEXT b 

.-.:w / a art. j u.k n 

iB33 FDH c =e TO SS0 STEP 13 

3810 LET tf-C+ l&,&S**i 

?0PP if tme*w let d^d-a&e 

■^030 LET PU=if»!J 

304-0 GD SUB i£?0^ 

3430 NEXT e 

300S ORfliJ bx->d,bw-bld 

PETOflN . 

A00O LET UinEIN 14slB13*t>It *rt #COS 

■L010 LET xd-CQS W/lflfliPDtx 

i020 LET *d -lap**^ : LP^T l,d=i90 4r»Jtf 

I£5ia IF C=* THEN PLOT ,VJ. !#d,- LET 



bxBjfd: LET tnj=ijd 



2-3P77, Yd-PEEK 



4Ejle fl ir fr-i THEM PLOT laerflB: C-R 

RU xdf -1*0,^(1-30: SO TO 4*70 

• ■-BOO PLOT A Il + C/IB ,1) f m fl + tH J lB>f 

j ; dpbu xj -a ri + e^lo , 1J fl*t/ 
iijfi 

4971) LET I [l»C/l6,ll =.<d 
4@$0 LET j (ltc/18,1) -'jJ 
■1C9 0 PETURN 
S000 POKE 30103,139 4 
^■3 10 ftPHDOHIZE UBS ' 

■HODE RESTORE 9500 

™b wtxT a 
9O4-0 fiETUftN 

3500 DATA 17 i 8;0,33,B,6i 1 ]:C,lfl. 
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THE RHONDDA WAS NEVER LIKE THIS. 




Raiders of the lost mmel Your 
sea re h forth ose a I S - el u si ve power 
-modules (you know the ones} has 
taken you to the Zollian mine on 
th e d i stan | pla ret of Zol 2 . Amaz ■ 
i ng I y th ere '& a power mod u le to be 
h ad on eve r y leue I of the co-mp I e h, 
and only a few rusting droids to 
out wi t i n order to cFa i m you r pr i ie . 
Of course the SF scenario doesn 't 
reallydisguise the fact thai this is 
just another variant on the olcf 
Panic ga me, butit certainly adds a 
< sort of) logic to the proceedings. 

Each level of the mine consists 
of a number of platforms linkedby 







K 


Could Be Bpttpr 


KK = 


Could Be Worse 


Ikkk = 


UnsurpasScibl e 







ladders. The guardian robots are 
easy to outwit at first, They're not 
too bright and only patrol one of 
the platforms. But as you amass 
modules fcuriously they're 
shaped like top hatsf) they 
become decide I y more active. 
Soon you Ve desperately clamber- 
ing up and down ladders and 
groamny loudly as you're sapped 
for tbe umpteenth time As in the 
way with Panic- style games, 
you're armed with a shovel (or in 
this case laser) with which you 
can dig holes in the platforms. 
Careful timing will send your 



clanking pursuers plummeting i 
a lower level, or conversely yt 
can dig your own escape rout* 

Animation is smooth if uninsl 
pi red and the action is pleas i ng?) 
unrelenting. However, Ican'i held 
feeling that tbe thing would hav] 
become even more playable had^ 
included e joystick option. Got 
fun though. . . — S.K. 
Game: MOUNTERS 
MaJt«r: SOFTEK 
Machine: DEAGGltf" 32 
Format: cassette 
Price: £6.95 
Bating: KK 




IT'S MINE 
- MINE I 
SAY! 



Robot Riot is Pac Man in reverse, 

The o bje ct of t he g a m e is to lay mi n e s al on g the cor r i dors 
of a robot factory , where the ro bots are run n i ng a m ok a nd 
the 'King R obot ' h a s 1 a ken o var the ton trol roo m , not oni y 
on your floor but throughout the whole building. Once the 
total floor area has been mined, the King Robot will try to 
escape by leaving the control room and you must enter the 
control room. This ensures that all robots are destroyed on 
the floor and that you can travel to the next 

Sou nd s ea sy ? Well r you do ha ve to keep up y o ur en e rg y 
levels by collecting power mites which are also travelling 
around the corridors, and different types of robots will 
either paralyse or kill you if contact is made and more of 
them appear as time goes on. 

As often is the case, the simple games are tbe best and 
this game will get theadrenalin flowing and gi ve y o u plon t y 
of entertainment. 

Least original of recent Silversoft releases is Sam Spade, a 
Panic/Donkey Hong type game, where you have to run up 

ladders and dig holes on the various levels to trap the 
monsters. You then have to bang them on the head with 
your pickaxe to ensure that they fall to their death. If you 
leave them trapped for too long they will change colour, 
making it more difficult To destroy them. 

From a programming point of view there is little to 
criticise. The action flows smoothly and [he graphics are 
fine, and if you do not already possess a similar game then 
this is as good as the host available. However, it is rather 
late in the day to come out with this new version no matter 
how good. — D.C. 

Game: ROBOT RIOT Game: Sam SPADE 

Mater: SILVERSOFT Maker : SILVERSOFT 

Macfcine: SPECTRUM 48K Machine: SPECTRUM 
Format: cassette Format: cassette 

Price: £5 95 Price: £6.95 

Hating; K 



JUST WAIT TILL THE SUN SETS 



Ever fancied yourself as a bud- 
ding Van Helsing? Well if you 
have this curious blend of mare 
and adventure games could well 
be of interest. The idea |of 
course} is to climb the gloomy 
tower, despatch the evil count 
(ye Sj count) and help yourself to ' 
his hard -earned loot. A piece of 
cake? (Mot so. . . The tower is all 
of five storeys high and each 
level consists of one hundred 
rooms — ah of which look the 
same. The whole thing isexcep- 
ti o na 1 1 y conf us* ng . 

L fearless vampire hunter that 
I am, spent simply hours wand- 
ering aimlessly around thedun- 
geon {level one j j ust trying to 
find the exit Level One is sup- 
posed to be the eastest floor 
an d con sequent! y has no objects 
to be found or obstacles to over- 
come. The result is a quite 
tedious trek that all but destroys 
your enthusiasm for the game. 
There s a HELP feature which 
enables you to consult a map 
and so orientate yourself hut 
even that proved of Fittle use. 
The more I consulted the map, 



the further I seemed to get from 
the exit. Perhaps I was walking 
backwards? Anyway once past 
the first floor things begin to 
look up. There are daggers and 
magic apples to be found, as 
well as patrolling vampire bats 
to avoid. 

Having negotiated all five 
levels you wilJ finally come face 
to fang with the vampire lord. 
Only one of the weapons you'll 
have collected will kill him — so 
choose wisely. The game fea- 
tures a SAVE routine which is 
invaluable if you don't want to 
end up back on level oneand the 
audio visuals are, if not spectac- 
ular, at least adequate. Happy 
hunting! — S r K. 

Game; TRAWSYLVAMflAN 
TOWER 

Maker: RICHARD 
SHEPHERD SOFTWARE 
Machine: DRAGON 3£ 
Format; cassette 
Price: £6.50 
Hating: KK 
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Unlock Your Imag ination 



THIS REMARKABLE PRODUCT 
will revolutionise programming 
on the Commodore 64, By using 
the simple plain English commands 
you can now write and publish your 
own games to compete with the 
professionals. Powerful yet easy to 
use SCOPE wilf benefit beginner 
and competent programmer 
You will handle all aspects of 
Graphics, Sprites, Colour, 
Sound, Music & Animation 
All in original super-fast 
machine code. 



, • WITH SCOPE YOU CAN WRITE TRULY 
ORIGINAL MACHINE CODE ACTION' 





dp r 4 




COMMODORE 64 




* Comprehensive Instruction 
Manual * Tape Demo Routines 
★ Free Membership of SCOPE User's 
Club + Programmer's Hot-Line phone 
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Europe's No 1 gioup of retail outlets 
* Check our multi-national network 
for your nearest dealer 

* Backed by an after-sales service 
second to none 

* Up to £1,000 Instant credit 
Write for details 



.FOR 



Computer Hardware 
and Software Nationwide 



Low Prices — Best Service 

at your local Big m& Dealer 

Micro-Management Head Office: 
16 Princes Street, Ipswich, Suffolk 
Telephone: 0473 219461 




The Big 



International Dealer Network 



AlttFngham 

Ptiarmacy Computer Systems 
Copeland 

37 Stamford New Koad 
Altringhom 
Cheshire WM 

041 928 0087 

Beverley 

Beverley Computer Centre 

1 Windmill Passage 

55 Lair gate 

Bevertey 

N. Humtoerside 

0482 88^911 

Birmingham 

The Micro Centre 
1754 Per&hore Road 
Ootterldge 
Birmingham 
0214554564 

Bishops Storttord 

Computus (East AngHa) 
3 Church Street 
Bishops Stanford 
Herts. 

D27<? 506802 

Bolton 

Selecta Video 
5 Belmont Road 
feiley Bridge 
Bolton 
Lanes. 
0204 52604 

Bridgend 

Automation Services 

42 Dun raven Place 
Bridgend 

Mid Gtam CR31 4NS 
D4S63550 
Brighton ^ 
earner 

24 O buceste r Road 

Brighton 

Sussex 

0273 496424 

Brl&toi 

Brensal Computers Ltd 
24 Park Rood 
l^tol 

0272294186 
Brlxham 

Computer Systems (Tarbay) 

Pump Streel 

3r sham 

Devon 

0BQ45 656S 

Bromley 

Data Store 
6Ctiotterton Road 
flfomley 
<sr- BR2 9QN 
01460 8991 

Bury 

entertainment in Leisure 
81 The Rock 
Bury 

06*7973463 

Cambridge 

GCC Cambridge Ltd 
66 High Street 
Sawslon 
Cambridge 
0223 83533D 

Canterbury 

Cortferbury Software Centre 
9 The friatS 

Canterbury 
fern 

Q227 53531 
Cardiff 

Sieves Computer Centre 
Castle Arcade 
Cardiff 
0222 41905 



Chelmsford 

Essex Computer Centre 
216 Moulsh am Streel 
Chelmsford 
Essex 

0245 358702 

Chester Le-Sf re et 

Kn o* I e dge C c nr o u re ■ C « n tr e 
IS North burns 
ChesterLe-Street 
Co, Durham 
0365 881014 

Colchester 

Anglla New&agenls 
Bralntree Computer Csmre 
193 Le«den flood 
Colchester 
0376 24922 

Colchester 

Capricorn Computers ltd 
32 North Hill 
Colchester 
91 48471 

County Antnm 
Everyman Computers 
80 Charlotte Street 
Bollymoney 
Co, Antrim 
N, Ireland 
02656 421 16i'62658 

Dartford 

Anlrog Computers 
29 West Hill 
Danford Kent 
032292513 

Derby 

first Byte Computers 
10 Castle fields 
London Road 
Derby 

0332 365280 
Dover 

Dover International 
Computer Centre 
1BV19 The Charlton Arcade 
High Street 
Dover Kent 
0304 212J33 

Dyted 

Business information System 
Com pule r Centre 
IB Riverside Market 
Haverford Wesl 
Dyied 

0437 2776 66226 
Evesham 

Evesham Micro Centre 
Crown Courtyard 
1 Bridges Streel 
Evesham Worcs.. 
0366 49641 

Hosting s 

The Compuier Centre 
37 Die Robertson street 
Hastings 
East Sussex 
0424 439190 

Harpenden 

Hobbyte 
153 Grove Road 
Harpenden 
Herts 
0567 3542 

Heckmondwlke 

Though is and Crosses 
37 Market Street 
Heckmondwike 
Wesr Yorkshire 
0924 402 337 
He m el Hempstead 
Faxminster Ltd 
25 Market Square 
Heme! Hempstead 
Herts, 
0442 55044 



High Wycombe 

South &ucks Computer Centre 

c/o Hull Loos ley 8^ Peorte 

12,' 123 Oxford Road 

High Wycombe 

Bucks. 

0494 442311 

Hornchurch 

Comptel Computer Sysiems 
112a North Strecr 
Hornchurch 

Essex 

04024 46741 

Horsham 

Microstore 
13b West Street 
Horsham 
W. Sussex 
0403 52297 

Horsham 

Ochard Business. Systems Ltd 
34 East Street 
Horiham 

W. Sussex RH121HL 
0403 66461 

Ipswich 

Brainwave 
24 Crown Sireet 
Ipswich 
Suffolk 

Ipswich 50965 
Lancashire 

Blackpool Computer Stores 
179 Church Street 
Blackpool 
Lancashire F¥1 3NX 
0253 27091 

Lerwick . 
Tomorrow's World 
20 Commercial Road 
Lerwick 
Shetland Isles 
0595 2145 

London 

Computers ol 
Wlgmcre Street 
B7 Wigmore Streel 
London W1H9FP 
OM86 0373 

London 

CLMt/a Mat m os 
1*16 Chitds Place 
Earls Court 
London 

01-373 5OD0/6607 
London 
Cubegoie Ltd 
301 Eagware Road 
London 
01436 9373 

Maidenhead 

Chlswick Organs 
45 Nicholsons Walk 
Maidenhead 
0628 31765 

MarJaw 

Citybenoh 
2j4 Eton Place 
Mar low 
Bucks 

06284 75244 

Mersey side 

Source Computers 
4 Cress Lane 

N'ew-Lfe -Willows 

Merseyside 
092 524394 

Milton Keynes 

Landmark Computer Ltd 
Micro Land 
Lrelherburn Court 
Brunei Centre 
Blelchley 
Milton Keynes 
09D& 368018 



Norwich 

Abacus 

12a Poflersgate 

Norwich 

Norfolk 

0603614441 

Peterlee 

General Northern Computing 

BWhitworth Road 

South West In d, Estate 

Peletlee 

Durham 

0763 840314 



Preston 

formal Computing 
67 Frlqr ©ate 
Preston 
Lanes. 
0772 561952 

Bye 

Toll gate Video 
Tollgote Garage 
New Win chelsea Rood 
Rye 

E, Sussex 
Rye 223106 

Scunthorpe 

Ashby Computer Centre 
186 Ashby High Street 
Scunthorpe 
S. Humberside 
0724 871756 

Southend 

Estuary Software 
261 Victor la Avenue 
Southend 
Essex 

070243568 
South a I! 

Twlllstar Computers 
17 Regina Road 
Southall 
Middx. 
01-574 5271 

St. Anstell 

Computovision 
A Market Street 
St. Anstell 
0726 5297 

Stirling 
Micro Store 
3B The Arcade 
King Streel 
Stirling 

Central Region 
0786 64571 

Stoke On Trent 
Town Computer Centre 
30 Town Rood 
Hanfey 

Stoke On Trent 
0782 287540 

Storteleigh 

Diamond Duel Records 
75 the Broadway 
Stonefeigh 
Surrey 
01-393 4944 

Stourbridge 
Interoc Systems 
March 111 House 
151 Worcester Road 
W. Hag ley 
Stourbridge 
w. Midlands 
0562 665456 



Stroud 

The Model Shop 
22 High Streel 
Siroud 

eios. 

04536 5920 

Surbiton 

Compuiasolve Lid 

8 Central Parade 

St. Marks HlH 

Surbiton 

Surrey 

01 3905135 

Taunton 

Slnewave Compuier Services 

Corporation Street 

Taunton 

Devon 

0823 57524 

Tewkesbury 
Sabre Consultants Ltd 
103 High Street 
Tewkesbury 
GlGucesfe* 
06S4 298866 

Truro 

Truro Micro Ltd 

LfnlM Bridge House 

New Brtdge Street 

Truro 

Cornwall 

DB72 40043 

Ux bridge 

J.K.L. Computers 
7 Windsor Sireet 
Oxbridge 

Middlesex UBS 1AB 
0B95 51815 

Welling 

North Kent Computer Centre 
52.'54 Be I Ig rove Road 
Welling 
Bedley 

Kenl DA163DY 
01-301 2677 

Wnltley Boy 

Video A Home Campufers 

Centre 

3 Roxburgh House 
Park Avenue 
Whitley Bay 
Tyne B. Wear 
0432 534725 

Wolverhampton 

Wol verha m pton. Computer 
Centre 

17'1 9 Lichlieid Street 
WolverhamptonWvl 1 EA 
0902 29907 

Worthing 

Worthing Computer Centre 
32 Liverpool Road 
Worthing 
W, Sussex 



For your nearest European 
Dealer telephone Belgium or 
Holland 

Belgium 

Micro Management 
Belgium 
BalfaeTSiraat 75 
2018 Antwerp 
Belgium 
03-2369264 

Holland 

Micro Management 

Neciertands 

Road Huisstraat 98 2406 

Ah Alphen-aan-denHHjn 

01720 - 72580 



CHECK WITH YOUR LOCAL DEALER FOR SPECIAL BARGAINS AND NEW PRODUCT RELEASES 

(All products normally In stock but to prevent a wasted journey phone your local dealer first before calling. Ait prices inclusive of VAT) 



System 3 SgftliiarEil^aphically Amazing! 



LAUNCH 





DURANIUM BARRIERS 




(Screen 1} 



APPROACH 



.— . 




(Screen 2) 



ENTRY 






(Screen 4) 



INTERCEPT MISSIES 




(Screen 6) 




(Screen 3) 
LASER CYCLE 



...Earth is threatened by an Empire Deathstar, can you penetrate its 
defences and destroy it before it destroys you? 
52K of pure machine code to give you 12 screens of 3D graphics, super 
smooth 3D animation, unbelievable sound effects music, 4 skill levels 
and hfscore table . . .this is the ultimate challenge? ' 
This game has to be played to be believed! You have not 
seen what the Commodore 64 is capable of until you have 
played Deathstar Interceptor! - Commodore 64 

Available now at £9.99! 
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★ FIRST 1000 ORDERS 

RECEIVE 20% OFF 
NEXT PURCHASE! * 




(Screen 12) 

CAN YOU REACH II 

*■ Deafer Inquiries 
calf (01) 908 0238 

* Export Inquiries fnvite : 



selected titles 
available a* Boots 
and all good stores. 




LATER CYCLE 

... The M.C.R has selected you to ride on the 
deadly grid: two screens of strategy and 
action, multiple skill levels, hi-score table, 
pause facility, demo mode. 
BBC Model B - CB.95! 



HOW TO ORDER 

To purchase any of the items above, simply fill in the coupon below 
wiih your requirements Make cheque/ PO. payable to; 
SYSTEM 3 SOFTWARE LTD and post to the address below. 
Please allow 7 to 14 days for delivery All pnces inclusive ol P&P and 
15% VAT 

OVERSEAS ORDERS 

PPoase add CI .00 per game ordered. 



COLONY 7 

... Colony 7 fast furious 3D action, as you 
defend your colony's lood stocks from the 
space pirates J The only game to use graphics 
9. Unbelievable 3D landscape' 
ATARI 400/800^XL - 




Posf to; SYSTEM 3 SOFTWARE, 10 MARSHALSEA ROAD, LONDOfJ 
SEt 1HL 

Please send me the f of lowing items: 



(No. Req.J □ 

COLONY 7 

(at £9.95 -FOR ATARI) 



(No. ReqJ 



LAZERCVC1 
fat £8,95 -BBC Model! 



(No. Req.}.. , □ DEATHSTAR INTERCEPTOR 

(at E9.99 - COMMODORE 64) 



System 3 Software 

10 MARSHALSEA ROAO. LONDON. SEt 1HL 



ligent - and much more fun 
to play. Games will have to be 
written by teams more often, 
since one poor programmer 
won't be able to keep track of 
all the factors in a 100K 
progra m. 

So? The point is, the home 
computer programming 
market is big enough for or igi - 
naJ product auihors. the 'One 
Man Band' people who can 
get good product out quickiy r 
but who have to be genius- 
types; and th e lessongpnal but 
still efficient programmers 
who can be integrated into a 
team structure, , leaving the 
difficult new ideas to creative 
person within the group. The 
market will rapidly squeeze 
out the 100- fine Basic games 
and other sorts of rushed 
garbage. 

One thing is certain, the 
Mega -programs of tomorrow 
won't just be text. Some- 
where along the line someone 
will want 10 put that half- 
mega byte of memory to good 
use controlling graphics; 
moving graphics. And if you 
want a job in the games pro- 
gramming side of things, you 
had better know how. 

That said, you still have to 
start somewhere. No-one 
starts off knowing Assembly 
Code . . , almost everybody 
starts with Basic. Learning 
Assembly Code is a kind of 
'First Great Test', like the 
Spartans leaving newborn 
babies on a hillside for the 
night r the idea being if you 
make it through i hat. you can 
make it through anything. If 
you iearn it fluently and 
hecome conversant with the 
way computers are struc- 
tured, then chances are 
you've enough determination 
to be a good games 
programmer. 



Stubborn 

You'll need that degree of 
determination or stubhorness 
because only around 30 per 
cent of the time spent making 
a game is actually writing the 
code: the rest is debugging the 
accursed chunk you've just 
typed in. This (not surpris- 
ingly) can get very, very 
boring. A good idea is to see 
the bug asa battle against you 
and the computer, and maybe 
eo get a little angry, because 
you are going to need adre- 
nalin to keep you going at two 
in the morning. This way, 
when you finally suss the 
error, you've a small victory: 



something to feel good about 
while you do the next bit. 
Without these little moments 
of infantile excitment, pro- 
gramming would rapidly 
degenerate into tedious 
monotony. 

However, use of this trick 
has its unfortunate side, 
because after a while some 
programmers become so full 
of their petty achievements 
against the machine they are 
of little use to anything but the 
computer! This type of person 
won't listen toany criticismbe 
it constructive or otherwise, a 
dangerous position to be in. 

The moral of the story is — 
don't treat people like pro- 
grams — they don't like it. 

I wis h Ihisw3sn'nrue r bu t it 
ts- the one biggest thing that 
goes towards making a game 
really successful istheadver- 
tising ITiere it rs If you -ire 
after the real money a nd fame 
stick to the big boys. If you 
want to be able to recognise 
your own game from itsadver- 
tiseme nts then don't. 

Coder 

THIS SERIES rs going to 
assume you are already profi- 
cient at assembly code on the 
BBC micro, but are over* 
whelmed by the thought of 
applying your knowledge to 
much more than filling the 
screen with stars etc, (Yes, 
we've all been there. I think!) 

I considered every line of 
code J write with an explana 
tion. but this will bore most of 
you to distraction and proba- 
bly confuse the resl. To this 



PARTS LIST: 

?x2D-way IDC sockets 

1 melre of £0 way ribbon cable 



end r af you see something in a 
program you don't under- 
stand, type it in, see what it 
does, and try find out wha! 
each instruction in the pro- 
gram does towards what the 
whole thing achieves. If this 
fails, write me a fetter. 

Right; to business. The 
single most important routine 
in your mega game is going to 
be the shape generator rou- 
tine, since the shapes are 
what everybody is looking at! 

Think about it . . . every 
arcade gameyou 've ever see n 
can be boiled down into a 
number of 'shapes' movingon 
the screen and things hap- 
pening when they collide. 




<Al„ 



210. TROUT ( 

3eBM0DE7 { pRiM T .„ M „ 
*tt2 1 I FLeFT * "t».«--l« 7 iii F ""-"" , THEI«« 

355SDTQ32B 



90 REM QRIC DOWNLDADER CREATOR 
lB0DATAl20,169,0,14l,3,3,169,247,i41,2 

,3,169,221,141,12,3,162,0,189,112 

1100^151,157,128,197,232,201,48,208, 

245,32,91, 151, 201,1,240, 48,32,91, 151 

120DATA133,2,32,91,151,133,3,32,91,151 

,133,4,32,91,151,133,5,238,152,197 

130DATA32 , 91 , 151 , 145 ,2 , 230 , 2 , 208 , 2 ,230 
,3,165,2,197,4,209,239,165,3,197,5 

1 40DATA209 , 233 , 240 , 20 1 , 1 69 , 255 , 1 4 1 , 3 , 3 
,99,96,169,175,141,0,3,169,191,141 

150DATA0 T 3, 169,2, 44, 13,3, 240, 251, 173,1 

T 3, 96,68, 111, 119, 110,108,111,97, 100 

160DATA105, 110, 103,32,67,111 , 100 T 101,3 

2,66,108,111,99,107,58,32,49 

1702=0= FORT-0TD#9B i READA= POKEH9700+T , A 

:Z=Z+AiNEXT 

180lFZ<>14666THENPRlNT"Error in d*ta m 



[7lG4 
J down 



4, Program to create 
loader at &97- 




Sure, there are other rules, 
like the movement patterns of 
each shape which go to make 
each game unique. 

So, it's important to get 
some nice looking blocks of 
colour in there! From now on 
I'll refer ly these shapes, e.g.. 
the base in Space Invaders as 
m eta shapes or Mshapes. 

Next month 111 be present- 
ing two meta-shape creation 
utilities. Both run on the BBC, 



one c re at i n g M s ha pes to wo rk 
on the BBC rtseffand theother 
creating Mshapes that will 
work on the Oric. There'll also 
be the first piece of source 
code for 'spraying' any 
Mshape anywhere on the 
BBC orOricscreen, reallyfast 
There'll also be the secret of 
'smooth- moov' graphics 
revealed and the first part of 
the example game. 
Maelstrom, 



: 



0 JB»54272tG0SUB 9000 

1 PRINT "C CLEAR, YELLOW J " 

5 POKE 53290,0: POKE 53281,0 
10 REM *** 5URRDUND *** 
!G DIM X<4> , Y(4> ,C(4> .,D(U} 

FUR 1=1 TO 4: READ X < 1 1 , Y < X > , C f I > 
r NEXT 

40 FOR 1=0 TO 11: READ D ( I ) : NEXT 
SO FOR 1 = 1 TD 6*40: P*=P*+'V*': NEXT 
60 UL- 1 02 : CL- 1 60 i F=40 ; P=86: Z=0: MX=39 
: HY=24 

70 US^Zs CS=?: 96: V=l : L-2 : R=3: U-4 
j £5=1024 

BO PRINT" t CLEAR: IDE'J YOU WANT INSTRUCT I 

B2 GET A*: IF A*--" " THEN 92 

85 IF LEFT* <A$ 7 V) < >•" Y " THEN 100 

86 PRINT 

90 GOSUB 60000 

100 PRINT: INPUT' 1 [DOWN 1 WANT A FAST, 

MEDIUM, OR SLON CANE" j At 
150 A*— LEFT* t Alb ^ V) 
160 TL=40 

170 IF A*="F"THEN TL=Z 

180 IF A*= "IT 1 THEN TL-20 

200 GOSUB 10000 

220 T-RND (-TI) 

240 LTD=3:CD-2;|>Q 

260 UX~10:UY-7:CX=29:CY=t7 

270 UA=S+UX+F#UY:CA-3+L , X+F*CY 

500 REM GET A* 

501 BJ=PEEK (56320 ) : IF BJ-127 THEN A*- 
□ ii 

502 IF BJ-123 THEM A$^"4 ,H 

503 IF BJ=119 THEN A$^"6" 

504 IF BJ=126 THEN A*=' J 8" 

505 IF BJ = 125 THEN A*= l '2 < ' 

520 IF A*< M 2"0R A* > "8" THEN 600 

530 B- W£$ < A* ) -4fl J /L 

550 IF INTCDIOD THEM 600 

570 UD=D 

6O0 GOSUB 7000 

660 IF PEEK (A) OP THEN OC+V 
730 POKE UA„UL{P0KE UA+JB, 13 
760 POKE A, 0 <UD) : POKE A+JB, S 
BOO UA=A: UX=X: UY=Y 
1000 TZ=TI 

1030 GOSUB 7100: B-A: GOSUB 7010 

1D60 IF C (PEEK (B> AND PEEK (A) > =P) AN,D (RN 

D(VXW) THEM 1600 
1080 T=INT(L#RND (V> > +R* (CD-V) 
1090 H=D<T> :G=*D(T+V) 
1110 GOSUB 7120s B-Ar GQ5UB 7020 
1130 IF (PEEK (BJ AND PEEK(AH=P THEN 15 
I 

IF HOG THEN H=G: GOTO 1110 
GOSUB 7010 

IF PEEK ( A> =P THEN 1600 
T=INT (LfcRNO iV 1 } }+IW(CD-m 
H-D(T) ;G-D (T+V> 
L05UB 702O 

IF PEEK(A)=P THEN 1590 
IF HOB THEM H-G: SOTO 1460 
CD-H 

IF F'EEK (A) OP THEN OG+L 
POKE CA,CL:P0KE CA+JB, 15 
POKE A, C (CD )t POKE A+JS,4 
CA=A: CX— X : GY«*Y 
IF OZ THEM 5000 
IF TI-TZOL THEM 2020 
SOTO 500 
PR INT "L HOME, RV£ ] 
IF C)V THEN 5200 
CS=C£+1 



1140 

1 30'J 
1320 
1400 
1420 
1460 
1 470 
1480 
1590 
1600 
1750 
1760 
1800 
2000 
2020 
2040 
5000 
5005 
50 30 
5040 
5050 



PR INT " Y □ U"3 
GOTO 5600 



ILLUSTRATtQM. ROBJM SMITH 



"I 




by JONATHAN BULL 





m 
f j 




— ■■■ J'?:.-!-.y.::: ::rf^t- L ■■■J ~ M .'."v ... 



::: 





5200 
3230 
5240 
5250 
5400 
5420 
5440 



H"; 
I A S 



MED 



[iL-EFTiSJ 



5630 
5640 
7000 
7010 
7020 
7100 



8000 
8010 
S02Q 
8030 

a 040 

8050 
8100 

9000 



IF OL THEM 5400 

PRINT"6 4 
GOTO 5600 

POKE A, 2J 4 
PRINT "B 0 T 
560O PR INT" C J 
5610 PRINT" 

YDU="US; "64. -= 11 C3 
5620 FOR TO 10: GET A*: NEXT 

GET AS: IF A*-" "THEN 5630 
GOTO 150 

X^UX: Y<=UY:D=UD:GGTO BOOO 
X=CX: Y=>CY:D=CD:G0TO BOOO 
X=CX: Y=CYsD»Hj GOTO 8000 
X=CX+X iGg) ; Y=CY+Y CG$) - D=L'D 
: 30 TO 8000 
7120 X-CX+X<H) : Y-CY+YlH) : D=H: GOTO 8000 
X-X+X U?) : Y-Y+Y<DJ 
IF X<Z THEN X^MX 
IF KHlSi THEN X=I 
IF Y<Z THEN Y-MY 
IF Y >MY THEM Y^Z 
A-S+Jt+FikV 
RETURN 

POKE 53280, 10: POKE 53281,10 
sPftINT"CCLEAR3" f ;f30SUS 9100 
;FRINT"£HQME ? D0WN13,BLACKJ'<; 

9001 At^V*ViT" 

9002 FOR N^l TO LEN (A* J 
;PR*~MID*(iS|*,N, 1) t IF FR$='V"THEN P 
R*="[RVS: C^VQFF3 lf 

9003 GOSUB 9160SPR1NT PP^^iNEXT N 

9004 A4 = » AVC UP, LEFT 1 /I UP , LEFT ] „■ 

CLEFT2 3 1 -CLEFT2: B "[UP 1 LEFTJ^LUP,LEFT] 
i*.Wr DOWN 1 SL DOWN , LEFT 3 .T DOWN , L EFT : 

/CD0WN L LEFT3 ft Wt;UP,LeFTT ll «LUP 1 LEFT] 
SI UP + LEFT ] UP , LEFT 1 SSSl DOWN , LEF T ] 
St DOWN , LEFT "! SI DUWN p LEF1 ] /£ DOWN , 

LEFTJ^tUP,LEFT].-CUP,LEFT.l B VCLEFT3 

9005 FDR N=l TO LEN<A*> 

iPftt-MlDttA^N, 1) i IP PR4 = 'V r, THEN P 

9006 GOSUB 9160: PRINT PR* ; : NEXT N 
9010 A4 = " CLEFT , UP ],■[ LJP H LEP I 1.WIDGWN 

LEFT VL" DOWN< L£FT ] h "( DOWN , t EFT IS 
I DOWN ].Vr UP, LEFT J ,*L UP, LEFT] t VC OP 
LEFT2 ]i B CUP , LE!F r]|V«*LDGWN, LEFT J B " 
[ DOWN , LEFT J p -[ DOWN , LEFT J ."C DOWN 1 
SSSSSt UP , LEFT Vt UP , LEFT 1 SI UP , LEFT 3 
■"CUP, LEFT V" 
90 IS FDR N*l TO LEN (A* J 

; PR*=(1ID* <A*, N T 1) : IF PRS=V"THEN P 
H«***CRVS3 CRYDFF] " 
9014 GOSUB 9160s PRINT PR$j i NEXT N 
9020 A*="[LEFT VtLEFT2:]."l.LEFT2:iV 

C LEFT2 ].■[ LEFT „ DOWN LEFT, DOWN 1 S 
[ LEFT, DOWN J B B L DOWN ] .WiV 

9025 PGR N=l TO LEN<A*> 

: PR*=MID* (A* , N, 1 > : IF Pft*- 11 /"THEN P 
ft*="CR'VSD tRVOFF ] " 

9026 GOSUB 9160:PRINT PR*;: NEXT N 
9030 A*=* "CUP, LEFT ] B *C UP , LEFT VC UP , LEFT 3 

n't UP, LEFT J.V.VC DUWM , LEFT 1 t "L DOWN , 
LEFT J /CDCfWN , LEFT ] SI DOWN, LEFT J .WA 1 
CLEKT2, UP , LEFT 3 /CUP, LEFT 1.-CUP, LEFT 2 
m'Z UP , LEFT J .WC DOWN ]* i L DUWN , L EFT 1 f 
I DOWN, LEFT V" 

9035 FOR N^l TO LEN<A*> 

: PR*=N1D* m*,N, l ) : IF PR*= t ' B ""THEN P 
R*=" [RYS ] CRVOFF]" 

9036 (50SUB 9160= PRINT PR*: : NEXT hi 
9050 A* = " E Up ] .ViVi'i' ' ' 

90S5 FOR N-l TO LEN i P\% ) 

:PR*-MID!MA*,N, 1 ) : IF PFc4-" B ^'THEN 
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?£gj& GGSUft 9160;PRJNI PR$; tNEiXT N 
90? 7 CiDSUS 9163:GGSND 

:FQR f~4 TO 1000: I -It;: XT 
: PR I N f " E YELLOW 3 " : RE TURN 
9 1 00 PR I NT " E HDML; , DDMN 1 3 , R J E3H I 9 3 

I BLACK. ] |,C Bi UtniBHiLBLACK ]„( 



THUS, SLUE J 
[BLU^RVSl 

utrvs, 



■■i 



911U PftlR |" " [ R T.irJH } 9 I 

■* §1 RVL1F F , ULAGM 3 |J 
9120 PRIMT" LRlGhtT ?:i 

IT BLUE.! C BLUE 3 IRVLIF^ 
9130 PR IMT" IfilLiHT9 !l J 

[ RVGFF : 'D 
9140 FRINT " T RIGHT9 3 

9i^o prim! "LRiGHrv^bt ai;:i:j 

9155 RETURN 
9160 RETURN 

9165 BJ (1>-252;BJ (2? --236: id J (~>=251 
:BJ (4>=2=i4:A™0; POKE 1/61 +Jfe, 15 

;PGke r7ti3+JB„tn 

9170 FOR M=l TO 5 : FUR A-l TO 4 

sPOKE 176i 9 BJ (A J :PUhE I. ?63, Id J (A) 
:FOR T=l TO 150? NEXT 7 

9100 NEXT A: NEXT M: Rl: I URN 

9200 FfjR N=1024 fU 102-1 ^4 ! PUKE M,42 
: POKE N+JB, 0: POKE N--1 , 32 
- PGR T=l TO %&QiW£m. t : NEXT N 

9203 POKE 1761 ,BJ(n : PUl-T 1763,&J(*) 

9205 N-N+40 

9210 PGR T=N-1 TO N *■ <. <| <_)■?. 1 0) — 1 STEP 40 
: POKE T, 21 s POKE I i-JB. 1 



1HEN POKE T-40. 



: IF PEEK < T-40) <>4£ 
32 

9220 FOR A^l TG ISO s NEXT As NEXT T 

9230 N^M-40sF0R T~N TO N+i 4 : PnKE T„ 42 
:PCJKE T+JB„0:POKE 1-1,32 
: PGR A=l TO 200:Nf:XI As NEXT T 

9250 POKE T-l, 32: RETURN 

iOOOu REM DRAW flUUNLV.Rr 1 

1 00 10 PRINT " t CLEAR , bLUE. 3 " ; P* ; P* i F-j* ; F% ; 

LEFT* <P*, MX) "CLEF I , INI.il ]-"i:ROGFF, 

B RE EN]' s " 
1O100 RETURN 

50000 DATA 0,1,22,-1,0,60,1,0,62,0,-1, 

50100 DATA 3,2,3,4,1,4,4,1,4,2,3,2 
60000 PRINT'S CLE ARJ CRVSl' 

W RAP A R O U N n T R A P ,l 
60010 PRINT "t DOWN 3 THE OBJECT pi 

THE GAME IB TO TRAP " 
60020 PR INT "7 HE CGMPUPER. YOUR WALL 

MAKER 9 VARTS IN"; 
60025 PRINT" THE UPPER I FFT PART GF TH 

E SCREEN. 11 ; 
60030 F'R INT 11 YOU CGNfRijr. IT im \-\0\\ 

ON WI THE JGYSTICK I IN PORT 2) 
60040 PR IN I " 
■■ 

PR TNT 11 CDUWN3 3T1J ^"i'AR'T GnMri TYPE 

ANY KEY GR " 
60 0 7 0 PR Hit" r Y PE [ R VS 3 F CRVUFF- j 

FOR FAST GAME" 
6O0R0 PRINT" LR0SJM1RVUFF] 

PGR NED I Gil GAMIH" 
60090 PRINT" LRVEHSCRVGI-F J 

FOR SLOW Grmk " 
6020U RETURN 
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More than fun and games! 

' for early learners, 
and more ad- 
vanced children, 
to master an 
important and 
often neglected 
skill 

Available now on cassette for the 
Spectrum 48K Commodore 64. BBC B 
and Electron £6.95 

OCSAR 
THE CAT 



withi/teTn^men 

?by Pf ] i ner Educational Soft re 
he ever-popular Mr Men help prepare 
young children for reading with four 
simple and absorbing games designed 
to exercise essential skills as well as entertain. 

An easy-to-use, colour-coded key guide 
is included with an illustrated introductory 

book, featuring the Mr. 
Men. For ages 4 to 8 
years. Available now on 
cassette for the BBC B. 
Spectrum 48K and 
Electron £8.95. 






by Widgir Software 

Two mind-stretching, space-age games 
to test mental arithmetic and nimble 
fingers. 

I n Sum Vaders alien robots i nvade the 
earth . Only quick thinking and fast reactions 
can prevent them. Several levels of difficulty 
and a two- player game with a handicap 
option make Sum Vaders equally testing for 
all family members, from 8 years to adult. 

Robot Tables challenges the young 
player to make a series of perfect robots. 

Knowing your multiplication 
tables is the key to controlling the 
robot-making machine. With a 
learning mode and a testing 
mode, Robot Tables is a fun way 



M 



by Andromeda Software 

eet Caesar a cheeky young cat on 
duty in a well stocked larder He's 
kept busy chasing a gang of hungry 
mice eating thefamily s food, Playing against 
the clock, you guide Caesar along crowded 
shelves to pounce on the mice. 

A fast colourful all-action, arcade-style 
game with catchy music and a best-score 
record. Challenging for high-scoring arcade 
ad d icts as wel I as g reat fun to play for the 
novice. Available on cassette for the 
Commodore 64 £8.95 ^ 
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To M IRBORSOFT. PD Bqk 5& Bra mlpy 

Please &tnd me the following ^.\c.r 
number required of each iiem in | 
(he space provided); p„ C(i 

j f inesi Willi Itlft Mr Wan |UMp1 I " E&SS 

[ UuirtTmnluig (Qnji i cf gj 

Caes* fljeCH(CC()l| [^95 
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lenctoseachequeVPO tort 
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dler imn ID &<a! Iinlan Md Etoflife ^hb* Am io^2B (tpttfcirtfyhl 



mafle payable 
Newspapers Ltd". 

I understand that mv 
re.Ti ttance wi ibE 
held on my behalJin 
Hie bank account 
fvamf^J above until 
the goods are 
despatcnetf 



Or pfease debt /ny ACCFSS/BAflCi. AYCAflO ior Ibe sum oJ £ 

^nxETTiizxnxriii] 

Signature _ 

rVame 

Address 



SKI 



I 
I 
I 
I 



Sometimes even 
the best of friends 
need something 
new to say 
to each other... 








^^^^ 











want 

To get that excited feeling back again. 
Lots more software. But I can't afford it all the time. 
Lots of new programs, I know all mine backwards. 
To swap notes with other people who love computers. 
To know more about computers, And to use what I know. 
Most of all I want my computer to do more! 

and I don't want 

To have a lot of hassle. 
Or spend a fortune. 
Or have to tramp for miles to find it all/ 



PiwteP'and (heFcestri svmbfiL ai* l^dcrnaits t>f British TdcccmtmunicaLiafss. 



k VX ^<3_ 



lOW. 




You get 

An amazing new world of fun and learning. 
A system that puts more muscle into many 
popular makes of micro. 
Dozens of free computer programs and scores 
of exclusive software bargains. Through your 
own 'phone line. A whole sophisticated 2-way 
communication system. PresfeP-the world T s 
biggest viewdata system, under your control, 

and you don't have to 

spend a fortune to get it all now. 

MICRO NET 800, Script or Court, 155 Farringdon Road, 
London EC1R 3AD Tel: 01-278 3143. 



I would like full details on Mtcronet 600. 
Name . 



Make/Model of Micro 
Add ress 



Telephone 

MICRONET 300, Scriptor Court, 155 Farringdon Road, 
London EC1R 3AD Tel: 01-278 3143. 




It's enough to blow the mind of any micro 



One of the many faces on Prestel 



GRAFPAD 

for Sfoctoir spectrum . . . drawing into the future/ 




can ha we the benefit of drawing your own applications by the simple use 
Of our NEW ZX Spectrum version of Graf pad! 

THE GFUVFFffD comes complete with Cassette 
Programme. Special Keyboard, Overtay. Plug, Light Pen 
and of course, a comprehensive manual fiji'l of tips and 
instructions ... all at the u>sual h^njuality ex peeled from 

rymnsH MICRO! 

, K' STARTING UPip; 
^ ^nnpfe. Connecnhe 
^^SralparJ switch on your 
LjlSpScErum and connect 
■ i *""the cassette player type 
"'LOAD" and press 
ENTER, then start Lhe 
cassette player, place 
the keyboard overlay, 
and by the lime you are 
ready, the "MENU" will 
flash on to your scree n ! 
Usage? Well there is . . . 

AS MANY USES AS YOU CAN I MAGINE 
by first following our easy manual, then, rn 
no time, you will be able to utilise as you 

Think besi! 

A UNIQUE PRODUCT that wiH 
prove your skills and give 
^S^^/ou endless hours of 
?W excitement 1 




+ Dealer inquiries welcomed 

★ Special discounts to educational 
authorities & government 
departments 

# Export inquiries invited 



OW TO ORDER 
BY TELEPHONE: (WH)4B32Z 

ir you are an American Express, 
Barclaycard, Diners Club or Access Ci^d 
Holder simply telephone us giving your 
Card No., Name, Address and isem(s) 
required end your order will be 
despatched wi(hir* 48 hours ! 



BY POST: 

SimpJy fill mthe COupgn enclosd 
cheque/ PO. made payable ttr; B|i 
MICRO or use 1he special sart'onj 
Credit Card Udders and past tut 
address oelow. 
OVERSEAS ORDERS; 
PlBase add C10 per flam ordered. 



r 



Posl to: BRITISH MICRO. UNIT 02, PENFOLD WORKS, IMPERII 
WAV, WATFORD, HERTS. WD24YY. 

Please semi me GRAPPA □ tor. SINCLAIR SPECTRUM 
Q BBC MODE L B Q CO M MODORE £4- 
If you ie<5uifs details of the aoova 
versions, please Ek* 



BRITISH MICRO 

A HEGOTRON GROUP COMPANY 



Qly. 


n 


Ex. VAT 


Inc. VAT 


Tolal 




GraFpad Complete 


£125.00 







Unit 02, Penfo Id Works, 

Imperial Way, Watford, HERTS WD2 4VY 

TEL: (0923)46222. TELEX: 946024 




E5.C0 




* INQUIRE ABOUT SBC VERSION 



Postag e, Pack ing & I ns u ranee 

I enclose my cheque for /P.O. E TOTAL 

I prefer to pay with my American Express, Barclaycard, Diners Out 
Access Card. 

{Please delete whichever is nol applicable) 

Card No 

Signature , 

Name 

Address 

Address six/ Ye rrusl be 1he sane as Card Hohjsr 




Football Manager^ 



Designed by Kevin Toms 

Some of the features of the game: 

* Matches tn 3D graphics 

* Transfer market * Promotion and % 
relegation * F.A. Cup matches * 
Injury problems * Full league 
fables * Four Divisions V 

+ Pick yourown team 
for each match. * As 
many seasons as you 
like + Managerial 
rating * 7 skill levels 
* Save game facility. 

* ZXfll Chart 

Home Compuling Weekly 
1.6 « and Hi 43 




ifid our cusiorrsfs 



Cornmefili a Soul Phe game rram press 

■ f OOTeALl MANAGER .1 Ihe Mil y amc I ntsve yet seen W Ihfr 
Spcchijm a^(3 rmy poiKwial lavo.jnr-9 of qji Tie Qdmri an cny jnioo If ItW 'idn . ji 
Qei»niri3an*xcel*rt View Of whnr ccsn twcXXte irMfie rirleafcampvUtf corner 
The cio«rtih$ giorv or this, aorne ii me ihon set p>^« "natch niGnjighn which s/igv* in 
^lic fTKjn njrm.njj cjiouiiiJ □ pilch Kiwnng (Jeleiyding °nd Kcofig HiSQCO^CkjIsivw 
Oan*t b^l peopls who COfrVH Kike garro 5*in.oi j of 9 nous ar so which leDPC^eO Of 3(Ve 
hnpoy M^iGiiv will beyc^luli'On/ViwW^il there 11 a welo lape < 
MAhAGci? ios evevvmincf if could ihe v ionato. Addictive flame 
rxjme.' Rating 1^ 3D 'Practical C&Ylptjhng- Augu[HPa3| 



From software stockists nationwide, inc 



NEW 
THECBM64 




THE SPLAT 
CHALLENGE 



QrPHC-. rnnrr. .inn : j'' 



AUcriK rjomtt 



OSGh&u! Fof -jrgenl sfockj-weis: 
VCJUiliMJecliiafTjpQiperdiroil la 
qui address 



IHMEft 



ATARI • COMMODORE 64 

SPECTRUM • VIC 20 
DRAGON • MEMOTECH 
BBC*S0RDM5»0RIC 

EPSON • SANYO • WREN 

PLUS A WIDE RANGE OF 
SOFTWARE, BOOKS & PERIPHERALS 
ALL NOW AVAILABLE AT OUR 
NEW STORE AT 

71 EAST ST., BRIGHTON 



SOFTWARE ALSO AVAILABLE AT 
71 EAST ST. BRANCH 
TEL.: 728 681 




FOR THE CBM64 

TH E SPLAT CHALLENGE FOR THE COMMODORE 64 

£6,50 

(INCENTIVE^) INCEWT,VE SOFTWARE. 54 LONDON ST. 
^■HLX^J*"^ READING RG1 4SQ (0734)591678 



NEW FROM (^CEu^iti 






A NEW EXPERIENCE f N GETTING RICHM 








48K SPECTRUM £5.50 



rild N TFVt } |NCE hTiV * SOFTWARE LTD, 5* london 5 tract. 



■ 




PLUS Over 700 Educational programs are 
covered as well 

It's the only guide to software programs for 

the eight top Micros. 

BBC COMMODORE 64 DRAGON - VIC 20 ORIC 

ATARI 400/800 - SPECTRUM ■ ZX81 

Don't miss out on the wide choice... GET 




GAMES GAMES 

GAMES!! 

OVER 1,500 GAMES TO PLAY 

Software Index is the NEW magazine guide 
to the Hundreds of Software Programs 
available in shops and by post. 
It s packed full with GAMES Software— what 
the games are and where to buy them. 



In your 
Newsagents 
NOW 



DEALER ENQUIRIES 
PHONE 

(0438) 
316561 



NEW RELEASE 
for the 64! 

ORANGE 



SOFTWARE 



3 MAGICAL GAMES FOR 





PIXIE PETE 





CFAZV CAVEMAN - Journey bat* to preh-slanc 
times! Atritie of cave dwel lers sands cut a hum mg 
party, but the men arc scattered when they are 
ambushed by a h y $e sabre-toothed ttger 1 You are 
aneaJthese hunters: a tonq way from shelter, you 
oegm t he hasa rdoua trek homa. On the way ttie/e are 
marvy dangers, like ROLLING HOCUS. DINOSAURS. 
DODOS ANO PREHISTORIC BIRDS. £6.50 

Top prices 

Games available from all good 



PIXiE PETE - Deep (feed down undergrrx^nd. 
PlXIE PETE Ihe pod-hale* is digging tor his swiviva' 
Vou conlrol this daurMless; pmi&. and must nelp hm 
ffjQ hii own maze 1o escape from DESMOND THti 
DRAGON for as long as pOSSiWe. but if he comes n 
ranoe: quickly engage your HYDRQLiC RAM PLWjIP 
to Slow him up Ir ynij ^n^rje to destroy DESMOND 
he will relurn Id haunt you 3S GOflGO THE GHOST 
who causes many problems 1rx PETE £g 



BLUE MOON - You are the pilot oi an ini+jry.jlrj.-^c 
spacecraft Your mission Ut to rescue a s<s1er-Ehip 
and her crew who a*e trapped On a hostile planet and 
to return iwith thern to ihe Safety el the BHue Moon. 
However. lOurneyintj acoss ihe yastness ol space 
there are many haiards to negotiate, such as the 
deadly 9LUt BOUNCERS, COMETS. GELL BIRDS, 
DfiOlOS an-d TECO M ALIENS £6-50 



paid for quality COMMODORE 64 programs 

computer shops or direct from Merlin Software at the address below. 



BESSEMER DRIVE, STEVENAGE, HERTS. SGI 2DX 
TELEPHONE (0438} 31GS61 




At R&Rwe believe 
that value comes first, 
and we make it our business 
to ensure that we provide good 
quality programs at realistic prices 
for your enjoyment. 





HLLftPi^UtVjAMt5 NUHMALLY HAVE 
CHOICE OF KEYBOARD OR JOYSTICK CONTROL 
Should you have difficulty in obtaining our products 
from your local Dealer please send cheque or Postal 
Order indicating titles required, for return of post service. 



CHOPPER X-1 

TijU sommjnn v* Spttlium Chooptr JE I {iunshfl— 
■fajr nn5W<i >S K ffipil mvuliig tecrs Art y ^ *a 
r?1h Mdbfl Hiked irtiind ginn m lul hpehbtl 
:ikr 



GOLF 

(*i Py fcS*Brtnj*l 

Enpy a ijrfPf: nl ijorm re cunlvl rt >«jr ijpp tflfl*' 
Wlh 1v cltyce (il 3 9 in i a ho* cstirse Sffl |h« 
cMlrrgr ij) * »*y. BOj^fi fief? Hnnkflis. VVBier 



GNASHER 

iF[ijri r ZX Sptttlrivnl 

fc? Un*HJi' *CKfe *Vi2t (Hff* mF. I£kI -Jilwir 

fjl up jl Iht taitwYHeTeG^isliedl p>j 01 frrd! 
In»m In an pwgy pa uMjt m* Mm fftj »«C 
Ihwn' Hih*?. nr aMCflrt Hill 
trtti on f cif&i Kijfffifl and 
tigtl JCWC UOt S*»t(dMDJl> 

£4,95 



DEALER ENQUIRIES WELCOME 
R&R Software Lid 

5 R Lfssel I $1 reet, Gloucester GL1 1NE 





\AtAMTE0 New, Quality Software. 

Send us your latest Program 
for evaluation - NOW, 



FROM LEADING DEALERS NATIONWIDE 



® 





its wealth of detail is amazing. One of the busiest games for a long time. Tim graphics are realty excellent, well drawn and 
animated A complicated, demanding game which i can't sea losing its appeal for a long time. KmHatoa is both addictive and 
hard to play. It takes ages to get any good and the scope for getting bettor scorns each time ts enormous — very good, highly 
recommended. Game of the month. "Crash Micro 1 

An amazing piece of programming, a great program. A year ago we would not have beiievad it was possible to do thi& 

"Software Supermarket 




The only wfaw said 
■'Speech is effective &r\d 
must health* limit & Spec* 
tnim capabWtl&s, graphics 
am excofiant and animation 
superb. A combination of 
graphics, adventure maze 
and chase games mates 
this an unusual fascinating 
and addictive program 
which must rank among tha 
spactfum classics. 
V&Svb for monay 1QQVb 
Graphics TOCWfi 
Qvarail 500*0 TOtWfc 
H.CW 

Home Computing Wfe*iy 




Fantastic CBM 64 
Flight Simulation 

A fabulous ami waifstic 
fSght simMton packsd with 
hazards and data.!!. 20 
d/ffemnt ahatiOQ and digitat 
contfots reviewed by a 
profassionai pilot as "a vary 
Gnjoyabfo and challenging 
dtvarskm which wWtastttie 
sm of pilots of any 
Standard, i unhesitatingly 
pfGomrnend tfws game to 
anyone, 





Available at W.H. Smiths 



Mail order and trade enquiries to: 



rs * r\ o f"i , 



I. 





commodore 




We're only writing games, and I we're only writing for the G4. R^y on us to bring ypu the greatest games 

the greatest concepts and the greatest value-. 





The complete deep 
space saga. A radical 
joystick action can bring 
inspired flexibility and a 
horrific kill-rate. The 
outstanding graphics 
include highly detailed 
craft and lots more than 
eight sprites at once. A 
full music and effects 
sound track 

accompanies the action. 
All these features 
combine with player 
options and a top 20 hi- 
score table to set new 
standards in hi-tech 
slaughter. 



SUPER PIPELINE 

Keep the pipeline open, Foreman Fred and 
dumber Pete have rheir work cut qui The evil 
ladderman drops metal wedges to pEug the 
pipeline - and only Pete can fix em. Pete trusts 
Fred to defend him against the six-legged 
Venusian pipe spiders and the hard case lobster 
while he knocks out the plugs and restores the 
flow, Full accompanying music and effects 
□ptk>r,s and hi score *ab]e 

JAMMIN' 

Unlike anything else, a totally musical game yet 
highly colourful. Guide Rankin' Rodney through 
the top 20 mazes - each with an interactive rock 
sound track. Gather the instruments and make a 
band but watch out for bum-notes, dischord and 
thai most deadly effect - distortion. If you've 
never heard the full mtistc capabilities of the 64 
grab an instrument and join the band. 

COSMIC CONVOY 

Just surviving is not good enough in this giant convoy Control 
three fighters at once, to defend the huge transporters as they ply 
between the planets. Onty those transports reaching planetfall wdl 
gain galactic credits, and no-one expects promotion for losing the 

TASKSET LTD - The Speci*titts 

Naruratly, e-Jaiything we've written for 
»i* $1 is <i variable On tulhei Mswjtre o' 
disk 

Seleaed tules available frgm: 
W H Smith. Bods. Menzies atid M good 
Computer stores 

Major diatrihulers include 
MiCrodeater UK. Wehaeis. Cerstrttsofl 
and P.C S- 

All games are the exclus.vt;- tx<pyr:^ht of 
Tasiset Limited. AJi rights are reserved 
Be wam&d, infringem&ni of (hose rights 
isjn offence. 

« MCMLXXXN TASKSET LTD IS High -frreef, Bridlington, York* Ktl6 4PR. 0363-Hm 



A brand new character 
game. Poor old Bozo, all 
he has to do is to get 
home after a night out 
with the lads. That's 
easy until a wobble 
becomes a lurch and a 
stagger. Later into the 
night, all rules go out of 
the window as he 
disbelieves what's 
happening in front of his 
blood-shot eyes. An epic 
journey with ultra- 
smooth graphics and 
sprites which run rings 
round normal games. 



All available now on cassette or disk. 







COSMIC 

CONVOY 




entire fleet. Which freighters must be sacrificed to get most cargo 
to the next pianet. Full sound options and hi-score table complete 
the arcade package. v^*wsra 




£6.90 



disk 



each 



each 




See you at the P. £ fi SHOW 
where else? stand 42 




\ 



Two great games 
on one tape 

nCEl I^KI^^IWI Time is runnin 9 out ■■• y° u are on 'y 

U^^m \J^9m\JWTm seconds from an explosive experience. 

A live bomb ticks menacingly as you try to get near enough to defuse it. 
Unfortunately your path is littered with Booby Traps. To say nothing of a 
very determined Hit Man, who follows your every move as you race to 
stop havoc and devastation. 

To further confuse you, you may only use each path 
- **" — """" So take care you do n 't get 

'{Wftel AQi/Gt%^^^^^E*L tra PP ed - ln tne direst 

— " ****** - ^ ^ emergency it is possible to 

make a new path, but that 
will take the one thing 
you haven't got . . .time! 




What's slimy and nasty and 
ties itself ... and you 
in knots? 

You control the worm as it 
grows and grows, relentlessly; 
' ing the screen with its 
segments. Take care to keep 
clear of your own tail, as 
contact means certain doom. 
Only by exactly locating the 
Black Segments can you cross 
you r own path . But watch out 
for the Bluebottles. You must I 
eat one to avoid crushing j 
yourself to death . . . 



NOW AVAILABLE 
FROM YOUR MAIN 
SOFTWARE RETAILER. 

48K SPECTRUM 



DOUBLES IDEA 



5 



THEH 




•J 1 1« 



FROM LLAMASOFT 



it. 

a 



ath 



to 
lat 

i 




HELL GATE 

HELL GATE on me 64 la certainly rw flEVENGE or 
- .\;'r K H'.: '/'«' - hfiinrj rhn tfl( ?f> undo tweaied 
tn-nin an this system However wt 06 Offering It »1 
a iwrga i price lu ihost wtio tike Bfi uniAunl shoot 
'envup, fan*<i4 Grxjrunfiw -and Matrix -st^xjld Artftiy 
themssefofcj and the uame ia Ctidliaoftino to all. 
Available forCnmmmodare od £5.00 and VlC 20 £6 



LASER ZONE 

EaqenenCe Laser Zone - an utterly NEW ?0rally 
OHICjtrtAt m<Klerpie<* or Video gjmHocsign 
Learn to OoniroJ tw* spaceships at once Feel 
EXHILARATION a*, after «xig Hours ol 
ice, you conlml Ihe tYrO ships »f> ttiat thfiy 
ion aft a amooih. c*>. operative teami feel 
e ra w POWER as you lung* for ihe eie«ro 
(MitLan and BLAST your enarmas into eHpartffcng 
da or SPACf JUNK I 1 Fsel ihe humiliation nr. 
fjrrlosily aimed 8 LAST S»sm4 «Uo the side 0* 
rtasL refraining shipH 8X eicpansioh rgQuifGd 
Available far Commodore 84 £7. 50 *r« VlC 20 



MATRIX 

Jeff Minrcr (las taken GrwJrunrrtr - 1Ha QHTM thai 
turned be-Haefle*' charia >n uSa 4ml UK - ■ wt 
■:r«acod an awesome sequel 
Gra^hiLoHlv superb, n festiKeB multiple wrwm, rwvv 

Sheng. am) attack waves my*i»ri' borvusey renegade 
numarwitK. drilexur lields. diagonal ItaCkllMI 
owjr\Wowr\f panic- ptiat* art much, much morn 
fnrJuid wKa 2Q mind-*af»pir4g. MHiesend 
acccjiTuamed L^- inCfedlWie aontai 
BK flji{h*ritinn rquu^d 
Available lor CariwrrmmkirB B4 E7.50 




ALACTIC LLAMAS BATTLE AT W 
EDGE OF TIME T 

teM and original flirm 1ar 1ne mie*1>findBd VIC. Crvajtanging 
eid coico-fijl, wiih goad son lea and a unique game action end 
design, this promises 10 b9tJ>e most melting new 3.W, VlC 
game Since rhr* intrrmudton ai GRIDHUKNEfl nasrly a year ag^D 
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postage and packing 



REVENGE OF THE 
MUTANT CAMELS 

to last the long awaited sequel to A11B<A Of 
the fg1i>1an1 Camels ii available. Yhi 
cnntfaJlirtjJ a Hinefy 'owl h«9fa r™ 3 
ahieidW laiR*s£n11mg death cam 
a rebellion egalfisi your evlt 7jyai<i 
Oveilor-rJlj I tifl gama leatures bM 
jfTXKjth scrolling grarftfViCa and HO 
42 diH«eni ettac* *wts, more Ih 
Ijarnf in video ruslary. Tin: cnell 
play will Ib9I rOr nwithE U yOU battle tr> see 
wnat S on We nnMS wave. 



LLAMASOFT GAMES NOW IN 
LASKYS AMD MANY OTHER RETAILERS 



m i 



Awesom^amgs Soft 



49 MOUWT PLEASANT 
TADLEY, HANTS, RG26 6BN. 
TELEPHONE : TADLEY (07356) 447 8 





That's right, even the pirates will be dropping their duplicators to avenge 
with excalibur in Cavelon, to join m the swinging fun with Hunchback, to attack with Android Two, jump for 
their lives with Pogo, spin themselves dfczy with Chinese Juggler, they'll just crack -up with 
Eskimo Eddie's Arctic action and there will be no stopping the captain once he gets his 
hook on Mr. Wimpy that zany burger battle. Don't you miss all the Ocean action get 
down to your local dealer now and join in the fun and games. 



Cava Ion Cqmm . 64 6-00 Spectrum 5-90 

Hunchback Spectrum, Comm. 64. Ortiz 6 90 
Android Two Commodore 64 6 90 

Spectrum 5 90 

Ckcnn Software is ,ivji?iitilc kom ^Ici ix-d In .m^icis or WOOLWORTH W 11 sMI 1 1 1 

SpectrMm Shops and nfl good vofiw;ire dealers Trad* enquiries phani? 0t>i 8J2 7049 

Ocean Software Rail i Building Scanty Street Manchester M3 5FD Tel: 061 832 9J43 



Chinese Juggler Spectrum 5-90 Cxutitti t34 6-90 
Eskimo Eddie Spectrum 590 

Mr. W impY BBC, Comm . &4 , One; 6 90 

Spectrum 5-90 
K John Menzies. LASKV S Humbt-laws 



